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Yoshi is on a mission of mercy, and you’re along for 
the ride of your life. As you carry Baby Mario through 
perilous places, you'll discover just how much of an 
adventure you can have on Game Boy Advance. With 
our expert help, you'll be up to every challenge. 
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MARIO BROS. CLASSIC 


If you need a break from your baby-sitting chores, then kick back with the bros. for some classic arcade action. You won't 
have to keep track of how you eliminate different enemies—just flip ‘em then kick ‘em. It’s straightforward fun, and you'll 


add to your enjoyment if you play with a friend. 


Flippin’ Fun 
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Flipping is the principle method for disabling ene- 
mies in Mario Bros. Classic. Bump the floor under a 
Spiny to turn it onto its back. Because the enemies 
are always on the move, flipping themis harder 
than it sounds. 


Shoe Leather Shove-Off 
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Once an enemy is on its back and helpless, there's 
only one thing left to do: Kick it when it's down! 
Simply touch an enemy to make Mario or Luigi kick it 


off the screen. Be careful, however—the enemies 
eventually get back up. 
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Of course, you don’t expect Mario to do all of the 
work for free, do you? Coins will drop out of Pipes 
at the top of the screen periodically then fall to 
the bottom. Pick them up for extra points. 


Resistant to Repose 
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Not surprisingly, enemies will become much harder 
to defeat as the game progresses. For example, 
you'll need to bump Crabs twice before they'll flip. 
Avoid Fire Balls that roam the corridors slowly—or 
bump them from below to eliminate them. 


Clear and Continue 
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The last enemy in a phase will speed up, making it 
more difficult to flip. When you do finally eliminate 
it, you'll receive the “Clear!!” notification before 
the next phase begins. 


Coin Tricks 


Bonus Games give you a break from all the enemy 
flipping. You'll get a set time limit to pick up all the 
Coins on the platforms. Plan your route then run 
quickly to collect all of them. 


MULTIPLAYER MODE 


It’s a lot of fun to flip and kick enemies, but throwing your friends into garbage cans is a lot more fun! Link up to four 
Game Boy Advances for an instant Mario Bros. party. You can play a cooperative game of Mario Bros. Classic or a less- 
than-cooperative game of Mario Bros. Battle. 


Choose Your Challenge 


Linking Lesson 


Carefully insert Game Boy Advance Game 
Link Cables into each GBA to begin linked 
play. You'll need one cable for each extra player. 
Make sure the GBAs are all turned off before 
you link them. You can play Mario Bros. Battle 
with just one Yoshi's Island Game Pak, but 
each player must have a Game Pak to play 
Mario Bros. Classic. 
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Before you start a round of Mario Bros. Battle, 
you'll need to set the game options on the Game- 
Select Screen. You can set the level of difficulty 
and assign Coins to players who aren't as good as 


you are. 
Super Lesser-Known Bros. Pow! You’ve Shrunk! asta Is Everything 
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Up to four players can compete, but there are only Watch out for enemies and rivals on the platforms. The first player to collect five Coins wins. If one of 
two Mario Bros. To get around the problem, the Stun your enemies by bumping them from below. your rivals is about to get a fifth coin, do whatever 
brothers are color-coded during battles. The char- You can also pick them up and throw them. When you have to do to stop him or her. You won't get 
acter you'll control will appear on your screen you hit the POW Block, your enemies will shrink any point deductions for ruthlessness. 

before the battle begins. when you throw them. 


Rich Bro, Poor Bro 


The Total Screen will trumpet your accomplish- 
ments and register your defeats. You can also find 
out just how close your rivals were to defeating 
you. Try not to gloat too much. 
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This is a story about Baby Mario and Yoshi 
Kamek the Magikoopa intercepted a stork carrying two baby 
brothers. He got one, but the other landed on Yoshi’s Island. The 
Yoshis must rescue and deliver the baby to his parents safely. 


An Island of Many Worlds 


A map that the Yoshis discovered near Baby Mario lays out the route to his parents— 
and it doesn’t look good. You'll need to traverse six unique worlds, each comprised 
of eight challenging stages. If our math is correct, that means you'll need to com- 
plete 48 stages to accomplish your mission! 
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The first world will give you a 
taste of the different types of 
stages in the game. 
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The second world ratchets up 
the difficulty level with tougher 
platforms and enemies 


a 


Enter a steamy jungle filled 
with cantankerous Grinders 
and prickly Spear Guys. 


It’s hot in World 4, but it’s a dry 
heat. You’ll work up a sweat 
evading enemies. , 

Chill out on the snow-capped 
peaks of World 5. Skis are 
required equipment. 5 

The land will turn foul as you 
near your objective. You'll love 
the lava and spikes. 
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CONTROL FUNCTIONS 


Yoshis have a fairly simple set of moves—it’s all about how you use them. Timing is, of course, critical to success. You 


should familiarize yourself with the control functions so they become second nature to you. As you experiment with the 
different moves, you'll find new and surprising uses for them. 


LOCK CURSOR CONTROL YOSHI THROW EGGS 


The aiming cursor will move until 
you press L to lock its trajectory. 
The function allows for precise 
shooting. 


The Control Pad is the core con- 
trol for virtually every move. It 
allows you to direct jumps and 
aim your tongue. 


In Patient Style: Press R to start 
the cursor, then R again to 
throw. In Hasty Style: press R to 
Throw. 
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GAME BOY ADVANCE 


PAUSE GAME SELECTBUTTON TONGUE ATTACK JUMP & HOVER 


The Start Button allows you to Press Select to access stats and The B Button allows you to eat Jumping is the most subtle 

pause and restart a stage. special items. or push an enemy. After eating a control function in the game. 
foe, press Down on the Control Press A to jump then press it 
Pad to lay an Egg. You can press B again while in the air to hover. 


to spit out an enemy after you've 
eaten it or to unleash a water- 
melon attack. 
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You'll be amazed at what Yoshi can do with four basic moves. Jumping, eating, throwing and stomping sound simple 
enough, but the same move can do very different things depending on the context. Digest the following directives to 
become a dino dynamo. 


Vertical Vereapurty: dumping for Joy 


You can use jumping to pulverize 
some enemies and to evade others. 
Of course, you can also use the 
move to go up, down or sideways. If 
you press A while you are in the air, 
you'll hover for an instant. 


Press B to slurp up an enemy, then 
press Down on the Control Pad to 
create an Egg. Some enemies are 

i] inedible, but you can spit them out 
whole. You can also push certain 
enemies with your tongue. 


Toss Eggs to Beat Enemies and Collect Stuff 


You can use Eggs to eliminate most 
enemies. Simply target an enemy 
with the aiming cursor, then fire an 
Egg by pressing R. You can also col- 
lect distant items by tossing Eggs 
at them. 


To Ground-Pound, jump up then 
press Down on the Control Pad 


A -E $0 ee while in the air. You can use the 
yt =S move to pound down pillars, break 
“E.G - through soft rock, destroy enemies 


and shake the ground. 


YOSHI MORPHING 


There will be times when the task in front of you demands a specialized skill that Yoshi simply doesn't possess. That’s the 
bad news. Here's the good news: When you reach such an impasse, you'll find a Morph Bubble that will transform Yoshi 


into a cool vehicle. 


Blowing through Bubbles Helicopter 


Launch yourself into the sky as a red- 
nosed whirlybird. You can stop to hover 
in midair, but it will take a few seconds 
to gain momentum when you want to 
move. If you want to avoid enemy pur- 
suers, it's best to keep moving. 


Look for Morph Bubbles when you need to transform into a vehicle. Baby Mario 
will be transferred temporarily to a bubble during your metamorphosis. The 
changes are, alas, temporary. On many trips, you'll need to recharge the morph 
by grabbing bubbles on the fly (or crawl or roll. ..). Try to reach Yoshi Blocks to 
return tonormal before the transformations reverse themselves. 


Mole Tank 


Your Mole Tank transformation lets you take Yoshi underground. Dig through soft Brakes don’t come standard on the Car, but another feature will help you avoid colli- 
rock to pick up Coins and other valuables. The tank's steering doesn’t work very sions. Press A or B to jack the vehicle into the air. Enemies will pass harmlessly 
well, and it doesn’t carry an air pump. under your axles while you collect items from on high. 


Submarine 
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Morph into an old-fashioned steam locomotive then roar down the tracks. You can Underwater action is just a Morph Bubble away. Transform into a Submarine to 
change direction only at junctions, so you'll need to rely on speed to avoid enemies. streak through the depths. If enemies get in your way, fire a torpedo with A or B to 
Press A or B to make the Train chug faster. send them to Davy Jones's locker. 
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SUPERSTAR MARIO 


Let’s face it—Baby Mario is a heavy burden for a Yoshi to bear. It’s a huge relief when a Super Star transforms the little 
nipper into Superstar Mario, an invulnerable infant who possesses extraordinary powers. If only Yoshi had a whole bag 
of those Super Star thingies! 


Shazam! A Marvel in Miniature 


Super Stars don't have faces or feet like regular Stars, but they do have a pow- 
erful effect on Baby Mario. He'll immediately leap from Yoshi's back and don a 
yellow “cape.” You'll need to race to the next Super Star to maintain the tod- 
dler's transformation. 


Fastest Future Man Alive 
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Wall Crawler 
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Press B to make Superstar Mario run super-duper Hold Left or Right on the Control Pad to make The best part about being Superstar Mariois that 
fast. Pay attention to the terrain in front of you, Superstar Mario cling to the wall. If you release you don’t have to worry about enemies. Run right 
however. You may need to release B so you can the Control Pad, he'll fall back to earth and lose into them to make them explode! Don't seek them 
jump to another Super Star. momentum. out to destroy them, though—that would be mean. 


Tot of Steel 
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The second best part about being Superstar Mario You won't get to arrest evil-doers, but you can 
is that you don’t have to worry about spikes. You arrest your fall by pressing the A Button. Release 
can laugh in the face of danger. the button to fall straight down, then press it 


again to unfurl your blanket. 
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Items are critical to your progress in the game. They'll either provide you with the means to complete a stage or allow you 
to reach the important 100-point mark to open new stages. If you see an item in a stage, you should almost always grab 


it—there’s usually a good reason for it to be there. 


Q@ COINS 


Coins are the most common item in the game—you'll get a 1-Up for 
every 100 of them you collect. Red Coins are more important and rare. 
You'll need to find 20 Red Coins per stage to reach the 100-point goal. 


+ STARS 


Stars pop up in many locations, from Winged Clouds to Tulips. Stars 
determine your Star Power—the number of seconds you and Baby 
Mario can be separated. You'll need 30 per stage for a perfect score. 


ON 
CA 
& FLOWERS 
There are five Flowers to find in each stage, and, of course, you'll need 


to collect all five to reach 100 points. Some of them are in obvious 
locations and others are extremely difficult to locate. 


SO EGeS 


Eggs are ammunition. You'll use regular Green Eggs to defeat ene- 
mies, break through walls and collect other items. Yellow and Red 
Eggs also do all those things and create Coins and Stars, respectively. 


e EGG BLOCKS 


Color-coded Egg Blocks will release Eggs when you bump them with 
your head. They'll generate a maximum of six Eggs at one time— 
which is just fine, because you can carry only six. 


<o¥ WINGED CLOUDS 


Winged Clouds can contain just about any other item or power-up. 
They are often hidden until you touch them. You'll need to shoot Eggs 
at them to reveal their treasures. 


@ CRATES 


Crates also contain a variety of goodies, but usually you'll find Stars or 
Keys inside them. Look for them in small caves or dangling from pass- 
ing balloons. 
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Red Coins often mas- 
querade as regular 
Coins, so you may as 
well collect every 
Coin you see. 


Stars will scurry 
away after they are 
released, and they'll 
eventually fade away. 
Try to gather them up 
as quickly as possible. 


Flowers are oftenin 
hard-to-reach places. 
The more you collect, 
the better your 
chance of playing a 
Bonus Game at the 
end of a stage. 


The most common 
way to get Eggsis to 
eat enemies then turn 
them into the items. 
You can also pick 
them up from Egg 
Plants. 


Egg Blocks are usually 
located near a chal- 
lenge that will require 
alot of Eggs. You 
should always take 
advantage of them. 


Not only do Winged 
Clouds containitems, 
they also activate 
necessary bridges. If 
you see a suspiciously 
empty area, there 
may be acloud there. 


Stationary Crates in 
caves often hold 
critical Keys. Crates 
suspended from 
Balloons are usually 
full of Stars. 


WY WATERMELONS 


Who wants some nice, juicy melons? Yoshi does! Every time you eat a 
Watermelon, you'll fill your mouth with a finite number of projectiles. 
The type of projectile depends on the Watermelon. 


Green Watermelons 
fill your mouth with 
seeds. The seeds have 
the same effect as 
Eggs when you spit 
them. 
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1-UP 1-UPS 


If you like Yoshi’s Island and you want to keep playing it, then you 
should collect all the 1-Ups you can find. As you might guess, each 1- 
Up gives you an extra life. 


®@ KEYS 


Keys usually fit the locks on shacks that contain Bonus Games, but 
sometimes they are essential to completing a stage. When you carry a 
Key, you can carry only five Eggs. 


Q SWITCHES 


Switches activate temporary bridges and openings to secret areas. 
Many of them can be used only one time during a stage, so act quickly 
after you stomp on them. 


(©) MESSAGE BLOCKS 


Bump a Message Block to—surprise!—make a message appear. The 
information is usually a strategy tip for a nearby area or information 
about an item. 


EXPANSION BLOCKS 


The aptly named Expansion Blocks increase in size when you bump 
them with your head. Use blocks to reach higher levels, but be quick 
about it—the blocks shrink after a few seconds. 


@ SPRING BALLS 


Spring Balls are found only between the months of March and May— 
just kidding. Bounce off of Spring Balls to propel yourself high into 
the air. 


@, KOOPA SHELLS 


The indigestible—and virtually indestructible—carapaces of Koopas 
and Para-Koopas are useful projectiles for breaking rock, collecting 
items and destroying enemies. 


Blue Watermelons fill 
your mouth with ice. 
You'll be able to flash- 
freeze enemies then 
smash them to pieces. 


7 WAS NY RAL ONY HAT OY OY OY 


PR KA: 


Grinders often have a 
section of Green 
Watermelon that you 
can steal from them. 
Be careful: They spit 
seeds, too. 


Red Watermelons 

allow you to breathe 
fire. Use them to put 
the heat on enemies. 


Look for 1-Ups in 
Winged Clouds and 
dangling from the feet 
of Fly Guys. Isn't it 
cool how they hold 
stuff using their feet? 
Can you do that? 


Keys are often in 
seemingly unlikely 
locations—like ona 
pillar under a rock. If 
you want to use a Key, 
look for a keyhole. 


After you stomp ona 
Switch, be on the 
lookout for red bridges 
or ared arrow. To 
enter secret areas, 
stand on the red arrow 
then press Down. 


At least one Message 
Block has a very 
important secret 
message for you. Hit 
the items whenever 
you see them. 


Expansion Blocks are 
often sandwiched 
between regular 
blocks. Stay on the 
lookout for them. 


Big Spring Balls will 
give you a bigger 
bounce than their 
smaller counterparts. 


Jump ona Koopa so 
you can use its shell. 
Look for ready-to-use 
Koopa Shells on your 
supermarket shelf (or 
on platforms). 
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Bonus Games aren't essential to success in Yoshi's Island, but the special items and power-ups you'll win after playing 
them can come in handy. They’re also loads of fun. Play them as often as you can to fill up your item inventory with good 
stuff, like Anytime Eggs or 20-Point Stars. 


Bonus Challenges 


Most of the Bonus Challenges are games of chance, but two of them 
require a bit of skill. If you get a perfect score in all of the stages in any 
given world, you'll be able to play a Bonus Game anytime you like. That 
will give you the opportunity to accumulate a pile of items. 


Flip Cards 


When you jump through the Goal at the end of a stage, all the Flowers you col- 
lected during the stage will appear in the ring. As you jump through the ring, a 
light will spin around the ring like a ball on a roulette wheel. The light will eventu- 
ally slow down, andif it stops on a Flower, you'll get to play a Bonus Game. 


Scratch and Match 


Flip as many cards as you like to win valuable 
prizes, but don’t push your luck. Kamek is behind 
one of the cards, and you'll lose any prizes you've 
already wonif he appears. 


Match Cards 


Match Cards is amemory game, rather than a game 
of chance. You'll get a brief glimpse of all the items 
on the screen before they're covered by panels. 
You'll get three chances to match twoitems. 
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Scratch and Match is just like the scratch cards 
you find on the ground in front of convenience 
stores. Scratch three panels to uncover icons. If 
you uncover three Baby Marios, you'll win a 5-Up! If 
you scratch a Kamek, you'll get nothing. 


Roulette 


tion and multiplication symbols, and the other has 
numbers. What happens? You do the math. 


Drawing Lots 


Drawing Lots is the simplest of all the Bonus 
Games. Simply pick one panel to get the item 
behind it. If you pick the one Kamek card, you'll 
get—let's all say it together—nothing! 


Slot Machine 
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The Slot Machine is not dangerous like the 
Roulette wheels, but there is less of a chance of 
winning. Stop each cylinder from spinning. If three 
symbols match, you may win some 1-Ups. 


Minibattles 


You'll spend a lot of time fighting off Bandits in the main game, so you 
may as well get something out of it. Go head-to-head against the rotten 
thieves in four different Minibattles. If you win, you'll get a prize. If you 
lose, you'll probably be really frustrated afterward. 


Throwing Balloons 


Throwing Balloons is a cross between Hot Potato 
and Simon Says. You'll need to match a sequence 
of button depressions to toss a slowly inflating 
balloon back and forth. If you're holding the balloon 
when it pops, you'll lose the game. 


Pop Balloons 
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The object of Pop Balloons is not—as you might 
think—to pop the most balloons. Instead, you'll 
need to pop the balloon that has a special item 
behind it. Keep popping until you find it. 


Nice House, Let’s Fight 


Minibattles take place in Bonus Game shacks that appear in some stages. You'll 
need Keys to get into them, and you may need to go to some trouble to find cer- 
tain Keys. If you walk away from a Minibattle with a Super Blue Watermelon, 
however, it will have been worth the effort. 


The four-command 
version of the game is 
pretty easy. You 
should be able to toss 
the balloon at will. 


The five-command 
game is tougher but 
still reasonably easy 
to play. 


Good luck with the 
six-command game— 
you'll barely have 
enough time to push 
all the buttons before 
your time runs out. 
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Grab a Green Watermelon then open fire on your 
Bandit opponent. Hit him to make his health meter 
go down, and avoid getting hit yourself. The Bandit 
can duck behind walls and vases, so you'll need to 
be patient to finish him off. 
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A cannon will slide back and forth on a rail while 
spitting out Coins. You'll need to grab more of the 
Coins than your Bandit opponent before time runs 
out. Jump on the Bandit to mess him up—he'll 
return the favor. 


Exclusive Bonus Items 


Most of the special items you can collect are just variations of items 
you can find elsewhere in the game, but a couple of the items are 
exclusive to the Bonus Games. They can be extremely helpful when 
you are making a run for 100 points. 


ANYWHERE POW 


Use the Anywhere POW to transform all on-screen enemies into Stars. 


(2) MAGNIFYING GLASS 


Use Magnifying items to reveal where Red Coins are among the 
regular Coins. 


Grab an Item from the Pantry 
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To use one of the special items you've collected, hit Select while playing the 
game, select anitem from the scrolling menu then Press A. When you return to 
the game, either the item will be in your possession or will have been activated. 
Check the game manual for more about the special items. 
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GAME PLAY TIPS 


Each stage has its own set of unique challenges that you'll need to figure out, but there are a few general strategies that 
will help you accomplish your goals as you make your way to the Goal. Try to remember the following tips before you set 


out on your journey. 


Be Eggstravagant 


There's no penalty for carrying the maximum number of Eggs, so 
you should strive to have a full load at all times. It won’t always be 
possible, but try. Don’t assume you'll always have access to Eggs 
when you need them. If you find yourself an Egg short, you may 
need to backtrack through dangerous territory. 


Be Open to Experiences 


If you blow through the stage as fast as you can, you will probably 
miss important areas that need to be explored. There are very few 
areas in the game that don’t have essential items, so it stands to 
reason that if you miss an area, you won't find all the items. Check 
every Pipe, shoot every Winged Cloud, and so on. 


Be Thorough 


Hidden items are a recurring theme in the game. If you see a spot 
in front of you that looks suspicious, check it out. More often than 
not, you'll find something good. Hidden Winged Clouds often 
contain Switches, and Switches usually lead to essential items. 


Be Patient 


Don't give up if it looks like you can’t reach an item right away. 
There are many items in the game that appear to be too far away 
to reach, even though they may be only a jump and hover away. 
Look for alternative tactics if your first approach doesn’t pan out. 
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Every time you see an Egg Block, an Egg Plant or a Pipe that churns out Shy 
Guys, you should build up your Egg supply. You never know when you'll need a lot 
of Eggs. 


Dream Pipe 


There isn’t a hard-and-fast rule for where you'll find hidden items—you just need 
to poke around all areas that look odd. Strange nooks in walls, large chunks of 
soft rock and stone lips over waterways are good places to start. 


With Enemies Like These... 
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Sometimes help can come from surprising sources. For example, a Bandit walk- 


ing over a flipper might open up your line of fire to a Flower. Try to think through 
all the possible ways to collect anitem before you give up and move on. 


ENEMY ENCYCLOPEDIA 


There are well over 100 types of enemies roaming the stages of Yoshi's Island—too many to identify on one page. Instead, 
the Enemy Encyclopedia groups and categorizes the various enemies by type, then outlines the best general strategies for 
tackling the little terrors. 


Edibilis Boringus Harrassimentia Phlyoverus 


Enemies such as Shy Guys usually don’t cause you many problems, and they can The most annoying enemies in the game are the ones that fly. Lakitus zip around 
provide you with Eggs to fight tougher enemies. Just don’t let weak enemies on clouds while tossing Needlenoses at you. To defeat them, shoot them down, 
walk all over you—literally. slurp them off their clouds or bounce off of them. 


ted snes es J ; i 

Nipper Plants, Lantern Ghosts, Koopas and Mildes are good examples of rela- Para-Koopas, Fly Guys, Bats and Skeleton Goonies can drive you nuts while you 
tively benign enemies. try to shoot them down. 

Projectilia Ritebakatchia Ucantia Defeatus 


Considering all the Egg- and Needlenose-chucking enemies out there, you're Some enemies are virtually impervious to your attacks—or, at least, it seems 


bound to lose the arms race on Yoshi's Island. If you can’t beat them, use them. like they are until you discover their weaknesses. Spear Guys are a good exam- 
Baseball Boys, for example, can propel you into the air by pelting you. ple. You can’t eat them when they face you, but you can when they turn around. 


You'll need to use special tactics or power-ups to defeat Tap- Taps, Bandits, Zeus 
Guys and Boos. 


Mostosti Vomitonus 


If you eat a Flamer Guy or a 
Lava Bubble, you'll temporarily 
be able to breathe fire. Fire 
attacks are effective against 
almost all enemies, so you 
should eat a Flamer Guy when- 
ever you have the opportunity. 


Fuzzies are unique creatures 
that cause acute spatial dis- 
orientation and weird music 

when you touch them. The 

| solution? Don't touch them. 
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BOSSES & MINIBOSSES 


Each world has one big bully waiting for you at the end of it, and another, slightly smaller bully hanging out in the mid- 
dle of it. They all have weaknesses, and it’s up to you to figure them out. Actually, all you have to do is read the strategy 
section—but you can pretend you figured them out all by yourself. We won't tell anybody. 


e e PAT hs ee a De 
Kamek the Evil Magikoopa oy = : 
Fang for short. The myopic Magikoopa is the real villain in the Yoshi/Baby r; 
Mario/King Bowser melodrama. He stole the baby. He knocked Baby 
Mario out of the sky. Now it’s payback time. You'll have to get past him at 
the end of World 6. 


Burt the Bashful & Salvo the Slime 


If you have to fight bosses, then why not fight fat, jolly bosses? OK, they 
aren't particularly jolly. Burt the Bashful is nothing more than a regular 
Burt on superweight-gain formula. Bop him with Eggs to make him dis- 
appear. Salvo the Slime spews tasty Lemon Drops and shrinks every time 
you hit him with an Egg. 


The best boss Kamek can come up with at the end of 
World 2 is a Ghost in a flower pot. Roger will take 
swipes at you and try to knock you off a platform, 
but you can return the favor by pushing his pot 
into the abyss. Bigger Boo is exactly what it 
sounds like. You defeat it just like you defeat 
smaller Boos: Turn your back to the miniboss 
then bounce Eggs off a wall and into its face. 
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Prince Froggy & aie ae 
e e, 
Naval Piranha a 
A pair of wet and wild warriors awaits you in = -E 2 § 2 na : 
World 3. You'll need to get inside Prince EA rE eyeevesse ma 


Frogey’s head to defeat him. You'll also 

need to get inside his stomach. The Naval 2 
Piranha has a fearsome snapping jaw 
and a vicious diving attack, but its 
roots are feeble and weak. Hit it 


below the belt. 


Marching Milde & 
Hookbill the Koopa 


Why are these enemies smiling? Because you're 
about to put them out of their misery! 
Marching Milde must be Ground-Pounded 
into many miniscule Marching Mildes 
before you can claim victory. Hookbill has a tummy 
ache, and you've got a shoe-leather stomach pump 
you've been meaning to try out. 


& 


Sluggy the Unshaven 
& Raphael the Raven 


Hey—that rhymes! Sluggy just wants to get close to you, but you'll have 
to break its heart, anyway. All you need to do is pelt it with Eggs. Raphael 
is a far-out Raven who likes to hang out in outer space. Drive piles into 
his planetoid to punish his posterior on the other side. 


Tap-Tap the Red Nose 
& King Bowser 


The two foul fiends you'll face in the final world are 
also the toughest to topple. Tap-Tap the Red Nose is 
invulnerable to attacks, so you'll need to dump him 

into molten lava. Bratty King Bowser needs a <] 
time-out, but there isn’t a room big enough to 

hold him. Force-feed him big Eggs to make him go 
night-night. 
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-100-POINT EXTRAS 


Your ultimate goal in Yoshi's Island is to reach 100 points on each and every stage. If you can swing it, you'll get the 
chance to play six Extra Stages and six open Bonus Challenges. It would be an understatement to say the task is diffi- 


cult, but your persistence will eventually pay off. 


Stars 


Stars are the easiest of the essential items 
to collect. You can always stock up on spe- 
cial items, such as 20-Point Stars, then 
give yourself a Star infusion before you 
jump through the Goal. The boss stages 
will prove the most difficult—you'll need 
to hold onto your Stars during the battles. 


Flowers 


At least one of the Flowers in almost 
every stage is a gimme—easy pickings for 
even the most casual player. At least one 
Flower in almost every stage is extremely 
tough to collect or, at least, difficult to 
find. Study the maps so you know where 
to look for them. 


FY FY Pw fae Ps Pe 
PPG oe 


a 


Red Coins 


Finding all 20 Red Coins is usually the 
hardest goal in a stage. Coin locations are 
indicated on the stage maps in the strat- 
egy section, and you can also use the 
Magnifying Glass item to make them 
stand out from regular Coins while you 


play the game. 
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The Perfect Gifts 


After struggling to get perfect scores for every stage in a world, you'll be 
rewarded with an even more difficult stage—an Extra Stage—to play. a a a 
You'll also open a Bonus Challenge that you can play any time you like. oe a a Fa 
You'll open a Secret Stage when you get a perfect 100 points in all eight 6 9 = 
regular stages and the Extra Stage in a world. The gifts don’t end there: 
Whenever the last two digits of your point score match the number of the 
world you're playing, you'll earn a 1-Up. For example, if your score reaches 
244 in World 4, you'll be one life richer. And you can win a coveted 7-Up 
by racking up 777 points in any world! 


S WoRin ly & 
FLIP CARDS 


Get Items? 


7 


ToTAd POINTS 


In addition to giving you the satisfaction of seeing all those 100s lined up in a row, 
a perfect score for all eight regular stages in a world will unlock an Extra Stage. 
At no added cost, you'll also get a Bonus Challenge. Once you earn 100 points in 
the Extra Stage, too, you'll open a Secret Stage. 


Points Reward 


200+ 1-Up 

300+ 3-Up 

500+ 5-Up 

700+ Extra Stage Unlocked 
~-= 800+ Special Stage Unlocked 


-iiD | NINTENDO PLAYER'S GUIDE 


EE EE EEE EEE 


Immaculate Collection 


There is no shortcut to a perfect score. Telling someone how to collect all the items is like telling 
someone how to hit a home run in a baseball game: It sounds easy enough, but the actual execution 
is a different story. That said, here's how to get a perfect score. 
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All Those Coins Add Up Clouds in Your Forecast 


If you collect all the Coins, you won't miss any Red Coins. It's easier said than Many Winged Clouds contain five Stars to boost your Star power. Some of them 


done, of course, but every Coinis attainable—use Eggs if necessary. As an added may contain 1-Ups, Coins or Switches. You may even activate doors that lead to 
incentive, you'll receive a 1-Up for every 100 Coins you find. areas where Flowers, Stars and/or Red Coins are located. 


If You Clear, They’ll Appear 


When you enter a small room filled with enemies, do your best to eliminate all of 
them. When you are done, a Flower may appear in the room. Such rooms appear 
in many stages. 


10/36 13/26 
TOTA? POINTS 


NNN I IA I LI I LP E A M 
You'll win your special items fair and square in the Bonus Games—don't be afraid 
to use them. One of the most useful special items is the 20-Point Star. If you 
have all the Red Coins and Flowers, the item will ensure a perfect score. 
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ALL-WORLD MAP KEY 


All the items you'll need will be indicated on the stage maps in the strategy section of the guide. Study the map key below 
to familiarize yourself with the different icons. Look for numbered boxes on the maps that correspond to detailed strat- 
egy tips and screen shots. Circled letters connect map segments. 


YOSHI 
MORPH 


Car 
Helicopter 
Mole Tank 

Submarine 
Train 


aw 


MESSAGE 
BLOCK 


(Bora 


\/, eg’ MINI- 
Ae] (Oime 
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Every Journey Starts 
with a First Step, 
Stage and World. 
The first world in your baby- 


delivery odyssey is not as hard 
as later worlds, but it’s no 


cakewalk, either. Crack your 
knuckles and reach for an 
Egg—your adventure is 
about to begin. 


Make Eggs, 
Throw Eggs 


Stage 1 offers a peaceful blend of Message 
Blocks, mild-mannered enemies and easily 
accessed items. The serene scenario offers a 
good chance to break in your little booties, geta 
handle on the controls and learn the fine art of 
Egg manufacturing (and tossing). 


Break Some Eggs 


Ignore people who say, “Don't 
lay an egg!” Press B to slurp up 
an enemy with your tongue, 
then press Down on the 
Control Pad to lay an Egg. 
Press R once to aim, then 
again to fire the Egg. 


The Wild Piranhas in the game 
won't eat dairy or Eggs—just 
dinosaurs! In fact, Eggs will 
destroy the rotten snappers so 
they can't swallow you whole. 


Hit a Winged Cloud with an Egg to create a stairway to an oth- 
erwise unreachable platform. Be sure to shoot down the hov- 

ering Shy Guy after you pick up the Flower. He'll drop a swarm 

of valuable Stars! 


Drop down to a rock 
rc ledge and shoot the 
Balloon. Egg the 
Winged Cloud that 
will appear, then 
round up the falling 
Stars. 
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TUA Flower-Power Rock-and-Roll 


Drop into the Pipe to enter an underground grotto. Roll the 
Chomp Rock underneath the Coins so you can jump to them, 
then bounce Eggs off the ceiling and into the Tulip to extract 
Stars. You can also toss an enemy into the Tulip. 


ish 
Z The last Winged 
Cloud in the Stage 
will yield a slew of 
Stars. If you are sat- 
isfied with your per- 
formance, proceed 
to the Goal. 


WORLD 1 STAGES 1&2 


Watch Out 
Below! 


Things will start picking up in Stage 2, as raven- 
ous Chomps start falling from the sky and Yoshi 
takes to the air as a wobbly Helicopter. The 
ground is also full of surprises—try walking 


into walls to uncover item-laden caves. 


It’s Raining Molars 


Tread with caution 
through the stage’s 
valleys. Lethal 

s1 Chomps are falling 

® a| fromthe sky—but 
| only at specific 
locations. 


PJA Don’t Be Flip About Middle Rings 


pete Sne ng 
S7 


Toss an Egg at the Winged Cloud to release its load of Stars, The Shy Guys popping out of a Pipe will give you a plentiful 
then proceed through the one-way flippers and the Middle supply of Eggs to lob at the soft rock barriers above you. Keep 
Ring. The ring will give you extra Stars and transform any the Eggs a-flying until you hit all of the coins. 


nearby enemies into Stars. 


YW Breaking into a Bounce 
EO] 
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a What Has Two Middles? It’s a Riddle! 
ox E Enter a cave opening by walk- 

x xÑ ing into a wall just beyond the 
Middle Ring, then proceed 
through the cave to a vertical 
Y intersection. Take the path 
to the left then climb up to the 
second Middle Ring. 


a Ground Campaign 

Oana Head back to the Y intersec- 
tion then move to the right 
until you reach a ledge. Drop 
| down to the ground then pro- 
ceed to a small alcove. A 
Winged Cloud will appear. Egg 
it to release a 1-Up. 


Go to the left until you are 
beneath the ledge from which 
you originally jumped. Bump 

-| the Expansion Block to make it 
grow in size temporarily, then 
jump from the block to reach 

| the ledge. 


Jump into the Morph Bubble to 
transform Yoshi into a living 
Helicopter, then fly to a Yoshi 
Block on the other side of the 
chasm. You'll need to make two 
or three trips to pick up all the 
items between the two points. 


After you touch the Yoshi 
Block, Baby Mario will burst his 
bubble and hop back on your 
back. Remember to grab the 
Red Coins in a hidden cave 
above a Pipe. 


1-Up Skeet Shoot 
5 Don't be too hasty on your 

way to the Goal. Be sure to 

{ hit the Shy-Guy carrying the 

} 4 1-Up. There are also two 

$ = Winged Clouds near the end 

of the stage. 
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Piranha Prize 


A Wild Piranha posted on the 
right side of a Pipe is sitting on 
top of ahidden Winged Cloud. If 
you are out of Eggs, load up on 
ammunition underground then 
return to the land of sunshine. 


The Cave of 
Chomp Rock 


Danger and riches abound in the spooky Cave of 
Chomp Rock. Beware of the strange seedlings 
that transform into dangerous Nipper Plants, 
but don’t be afraid to explore every inch of the 
treasure-strewn stage. 


Ground-Pound the columns and 
rock formations on the cave 
floor to release Coins. A cache 
of Coins is in an unseen area 
above the cave ceiling. Jump up 
and to the left from the 
Message Block to reachit. 


'@ 0 .00)0 0/0 @ 0 0 0 0)0 0)0)0)0)¢ 0 ¢)8 


kW) Rolling to Riches 

= zae Push the Chomp Rock at the 
top of a high slope then follow 
the rolling stone to Coin, 
Flower and Winged Cloud loca- 
tions. The rock will clear ene- 
mies out of your path. 


A Key and a Crate are both 
suspended in the air in an area 
just beyond the Middle Rings. 
Shoot them down with Eggs. 
The Key unlocks the door to a 
fun Bonus Game. 


FJA Mobile Stepping-Stone 
gr l a Roll a Chomp Rock to an 
JE í $3] incline, then wait beneath a 
vertical opening for the rock to 
come back to you. Just as it 
reaches you, hop onto it then 
hop again to reach a ledge. 


Pound a column to the ground to reveal a hidden Winged Cloud 
that contains a Switch. Step on the Switch then descend into 
the area indicated by a red arrow. You'll slide down a chute toa 
vault filled with coins. 


Bashful’s Fort 


Burt will be hiding at the end of his treacherous 
fort, but he certainly isn’t bashful about smash- 
ing Yoshi into the pavement once you find him. 
Try to keep your head—and all your other body 
parts—above lava on your way to the first boss. 


Rummage through the Attic 


Bump the Egg You can't see it, but there is a 
Blocks, pick up long row of Coins above the 
some ammo, then first section of the fort. Use an 
knock the Coins out Egg to break through a cracked 
of the buckets. section of rock, then leap up 
Keep an eye out for and off the screen to pick up 


falling walls, too. the loot. 


Take careful aim then pelt the bouncing enemies with Eggs to 
break them into Stars. It's best to eliminate both of them 
immediately, so it's easier to collect the Stars. Don't forget to 
grab the Flower before you move on. 


ng Good 
G A Be thankful that all teeter- 
rererere è totters aren't on top of a lava 

= -n pit. Gently ease the plank down 
toget to yaa mner (jump 
; ; qe if necessary) then run to the 
TEB Bridge Over Troubled Blarggs opposite side as it rises so you 
can jump to the higher Flower. 


If you move fast across the 
platforms, you won't have to 
worry about the Gargantua 
Blargg that patrols the lava. 
After you break the vase and 
get the Key, you'll need to Egg 
the beast so it will let you pass. 


Hit the Winged Cloud with an Egg to raise a handy bridge over 
the lava. You'll have plenty of time to grab all the Coins along 
the way—just watch out for the Blargg that occasionally pops 
out of the lava. 
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WORLD 1 i | 


Drop into a Pipe to reach a dun- 
geonlike chamber filled with 
Coins and throbbing fireball ene- 
mies. Wait until the enemies 
shrink to their smallest size 
then run past them. 


Just like the two bouncing ene- 
mies earlier in the stage, the 
two enemies in the room before 
the boss chamber will trans- 
form into Stars when you hit 
them with Eggs. 


PJA Weed Whacking 
ores) Geen A small room with four Wild 
=| Piranhas will yield a Flower if 
=| you first destroy all of the 
offending foliage. 


There's no excuse for entering 
the boss battle without the 

maximum number of Eggs. Use 
the Egg Block to stock up. You 
should also burst the Winged 


Boss 
BURT THE 
BASHFUL 
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Hop! Hop! 
Donut Lifts 


The leisurely pace of the previous stages gives 
way to a high-speed item grab in Stage 5. The 
screen will scroll at a steady rate, and it’s up to 
you to keep up. To make matters worse, many of 
the platforms are made of highly unstable build- 


Take a Spin 


ing materials. 


for 


You may want to adjust the R 
Button to Hasty Style, 
because you'll need to break 
through rock to get to the last 
Flower. You'll have to stand on 
fragile donuts while you do it. 
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Hop to keep the donut platform 
from falling down, then Egg the 
Winged Cloud to release some 
Stars. Jump up to grab as many 
as you can In midair. Bump the 
Expansion Block to give yourself 
an extra step up. 


Ride the revolving platforms to 
pick up Coins, and don't linger a 
second longer than necessary. 


| You'll have just enough time to 


pocket the change. 


You'll need to use your own 
weight to push green platforms 
along barely visible tracks. 
When you reach the safety of 
the ledge, slurp up the Fly Guy 
then take the Red Coin he was 
carrying. 


Push the moving platforms 
across the midair track to 
reach the Flower beneath a 
stationary platform. Don't for- 
get the essential Red Coins 
along the way. 


$] Thelast set of Red Coins is 


beneath a donut platform near 
the goal. Stand on the first two 
donuts until they begin to fall, 
grab the Coins, then jump to the 
next two donuts. Repeat until 


| you collect all five Coins. 


on Stilts 


You would think that stilts would put Shy Guys 
at a disadvantage, but it actually keeps them a 
safe distance away from your sticky tongue. 
You'll need to knock them back down to earth 
before you'll be able to make Eggs out of them. 


Hop onto a moving platform then leap up when it reaches its 
highest point. You'll land on a platform next to a Pipe that 
churns out Lantern Ghosts. Bounce Eggs off the wall until you 
hit all of the items. 


Knock down the 
floating Bounce 
Arrow then use it 
to jump into arow 
of Coins suspended 
in the air. 


Toss an enemy into 
the Tulip then scoop 
up the rain of Stars. 
Ground-Pound the 
column beneath the 
Tulip to access the 
Flower and Coins. 


Egg a Winged Cloud 
toreveal a Switch, 
then hit the Switch 
to open a secret 
hole. Morph into a 
Mole Tank then dig 


Mushroom Flower 


The leap to the ledge from a mushroom on the right side of the 
cave may seem impossible—until you knock a seed out of a 
nearby Winged Cloud. The seed will grow into a tall flower 
that you can use as a ladder. 


WORLD 1 


Pick up and use the 
Yellow, Red and 
Flashing Eggs 
against enemies to 
make items appear. 
The Flashing Egg 
will yield a Red Coin. 
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Touch Fuzzy 
Get Dizzy 


The title of Stage 7 pretty much says it all: If you 
make contact with the floating, white puffballs, 
you'll be treated to undulating waves of dizzi- 
ness. The effect is temporary—and even fun, if 
you're into that sort of thing. 


g You could jump toa 
‘Kal narrow ledge to get 
= {J aFlower yourself, 
but it's easier to 
dump a Melon Bug 
down there to do 
the work for you. 


few times, every Shy Guy you hit will become a 1-Up. 


NINTENDO PLAYER'S GUIDE 


A Reusable Melon Bugs 
are handy fo breaking 
through barriers. You 

A canalsouse the 

J Ground Pound. Grab and 
use the Flashing Eggs 
to get two Red Coins. 


Grab a Melon Bug then carry it in your mouth to anearby Pipe. 
Spit the Melon Bug at a Shy Guy as he emerges from the Pipe, 
then retrieve the projectile. After you repeat the process a 


ck’ Key in the Cloud 
RL SE FCG EJ After you clear away the rock 
4 that surrounds the Flower, a 
Winged Cloud will become visi- 
ble. Toss an Egg at it to 
retrieve the Key to the Bonus 
Game house. 


As previously mentioned, the Fuzzies have an interesting 
effect on Yoshi's equilibrium. It isn’t necessarily dangerous, 
unless you are standing next to a bottomless pit or a Wild 
Piranha. 


FIA Bendable Bridges 


When you hop on the bridges near the end of the stage, they'll 
sag down far enough that you can pick up the Coins beneath 
them. You can also break through the bridges with a Ground 
Pound—but why would you cause unnecessary damage? 


Yoshi's love of Coins far outweighs his fear of water. Besides, 
the water isn't very deep. Ground-Pound a platform then wade 
under it to pick up some loose change. 


WORLD 1 STAGE 7 
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Jump onto the top edge of a slanted tree trunk to make a 
Spring Ball appear, then jump on the arrow to leap up to a hid- 
den area above the platform. 


Indirect Rolling 


a” 3 D) Ala 


ES Sas at nae ai 


You can't get behind the Chomp Rock to roll it, so you'll have 
to jump on top of it. Stand on the right side of the rock to 
move it out of the way, then Egg a Winged Cloud to create a 
tall Flower. Collect the Coins anditems. 


item One Last Dip 
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After you return to ground level, don’t forget to pick up a cou- 
ple more Coins below a bridge before you race to the Goal. 


You'll kick yourself if you miss the last Red Coin at the end of 
the stage. 
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The large rolling cylinders will 
keep moving as long as you 
stand on them, so you should 
keep moving, too. Practice on 
the first cylinder—the one that 
isn't over lava. 


Salvo the 
Slime’s Castle 


The boss at the end of World 1, Salvo the Slime, 
is less than the sum of its parts. The little yellow 
globules that fall off the monster do more dam- 
age than the boss itself. You should be able to 
defeat it—the difficult part is simply getting to 
Salvo in the first place. 


A cluster of revolving platforms 
onan invisible track will allow 
you to pick up all the Coins sus- 
pended above lava. Don’t move 
any more than necessary. Make 
quick, short jumps to move the 
platforms. 
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You'll need to spend Wait for a lull in the 


a few moments on fishy's spitting 
a moving cylinder to attacks then jump 
grab a Flower onto the moving 
above it. Keep jump- platform. Jump at 
ing to avoid danger. the top to snag a 
Flower. 
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Stock up on Eggs using Shy 
Guys then toss Eggs at blocks 
that flip platforms with spiked 
undersides. The special blocks 
are at the bottom and top of 
the room. 


ippin’ Block 


BS A TAPATATATAPATAT, 


yM The Case of the Broken Vase 


F H Go back to the Pipe room to get 
æd some more Eggs—you'll need 
them later. Flip the platforms 
again, then break the vase to 
reveal a Key. The Key opens the 
door to the next room. 


To 
ATN 


the second flip will allow you to jump past another platform 
without bumping into spikes. 
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WORLD 1 


TENG 

SRANAN 

SS 
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Wa Any-Wa 


oaa TESS TA = ; When you jump on a rotating 
$i se reve Se Arrow Wheel, it will stop turn- 
: _¢ a eee _ ing then move in the direction 
| S : zr 2ce -A indicated by its arrow. To 
change your direction, hop in 
the air to make the wheel turn 
beneath you. 


FJA Cloudy at the Top 
AGPL T. VE wes Touch the top-left corner of the 
roe room to make a Winged Cloud 
appear, then throw an Egg at the 


cloud to reveal a 1-Up. 


Fat a Sy 
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W Secret in the Cellar 

‘ S3 = Jump in front of the door to the 
2 x : boss room to activate a Winged 

c- = Cloud, then Egg the cloud to 

reveal a switch on the bricks 
beneath you. Jump into the hole 
indicated by the arrow to reach 
asecret room. 
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Once you are confident that 
you've milked the room for all 
it's worth, enter the boss door— 
you can't return once you cross 
its threshold. Proceed to the 
right to meet Salvo. 


SALVO 
THE SLIME 


Time for Star 


The screen won't start scroll- 

ing until you move several 

J steps to the right, so you 

should slurp up Bats until you 

have all the Eggs you can carry, 

4 Don't forget to burst the 
Winged Cloud before you go. 


He ain't easy, either. The fire-retardant mutt will happily trans- 
port you across the extra stage’s lethal lava, but you'll need to give 
him the proper guidance. If you time your jumps carefully, your 
loyal friend will always be there to break your fall. Of course, the 
ever-scrolling screen won't leave you much time to be careful. 


Hop onto the ledge in front of 
the lava then wait for Poochy, 
When you jump on his back, 
make sure you are facing right 
or Poochy will run to the left 
and end your turn. 


yee i 2 
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| Poochy will try to run through 
narrow passages, even if there 
isn't room for his passengers. 
Jump onto the ledge above the 
passage, Egg the Flower, then 
Jump to the next ledge. 


Dismount 
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A cannon blocks the passage 
through a rock wall. When it 
fires a Bullet Bill, bounce off the 
projectile to reach the ledge. 
Jump through the row of Coins 
to reach a Flower. Of course, 
make sure you land on Poochy. 


You'll need plenty of Eggs for 

A the later parts of the stage, so 
try to slurp up as many Bats as 
possible while you are on solid 
ground. 


Timing and accuracy are critical 
if you want to pick up three Red 
Coins beneath a spinning obsta- 
cle. Don't try to jump—just tar- 
get the Coins with your Eggs, 
and duck if necessary. 


It’s a Bird! It’s a Plane! 

It’s a Baby Wearing a Cape! 
Baby Mario will get the chance to 
become Superstar Mario in World 2. 
The Yoshis will need a break or two 
after they fend off a new assortment of 


brazen bad guys, including your favorite 
fiends on the half-shell: Koopas. 


Visit Koopa 
and Para-Koopa 


The Koopas and Para-Koopas are out and about, 
but they are the least of your worries in a stage 
filled with falling stone blocks and Baron von 
Zeppelins. You've got a little help this time 
around, however, as the boy in the bubble busts 
out for some Yoshi-free fun. 


kw Su 

SET ; ' Run to the room 
E f filled with Coins, 
pick up the Super 
Stars at the top 
and the bottom, 
then drift down 
using the A Button. 


TEA Run for the Roses or at Least a Flower 
: 7 d P Fee] After you pick up all 


the Coins in the 
large room, grab 


i : d = b- %4 the Super Star at 

. 00000 3 o> \ Sees the topofthe 

ARAAAAAAAAAAAS othe (00m, then make a 
| dash for the Flower. 


The Winged Cloud 
beneath a stone 
block is hard to 
reach. Spit a 
Koopa—or bump a 
Koopa Shell—at it 
to score a 1-Up. 
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Shell Shocks 


ay z : == Have alittle fun spitting Koopa 

2 Shells, if you like, but make sure 
that the projectiles don’t 
bounce off a wall and into your 
3 face. When you reach the first 
Pipe, hop into the opening. 


Touch the Super Star in the 
underground area to transform 
Baby Mario into Superstar 
Mario temporarily. Press B to 
run like the wind to the next 
Super Star, which will sustain 
the transformation. 


Ce } ae 


N OA È 
MUL I ea TT = 
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Tia = “= Æ fee] Just when you 

= i need him again, 

Poochy reappears. 
Ride him over the 
spikes, jump over 
the ledge, then grab 
the Key at the end. 
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You'll need to use an odd move 
to grab the Coins. Jump up to 
stick your head in the ceiling, 
press B, quickly release B, 
press the Control Pad diago- 
nally between Up and Right, 
then press B again. 


If you want to grab all the Coins 
in a dangerous chute filled with 
falling stone blocks, you'll need 
to make some risky leaps. A 
quick Egg toss at the Winged 
Cloud will release some Stars. 


=4 Grab them quickly. 


WORLD 2 : 


ngue 
Æ Make a leap into a chute with 
four Fly Guys, then grab the 
Red Coins they're carrying as 
you fall. You'll probably need to 
make a couple of leaps before 
you slurp up all the coins. 


Make a leap of faith froma 
falling stone block to reach the 
last Flower in Stage 1. Fall near 
the colored blocks to pick up 
Coins, but be sure to land on the 
Flower before you go through 
the Flippers. 
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The Baseball 
Boys 


Loosen up your Egg-throwing arm before you 
take on the Baseball Boys in the big leagues. 
They'll either catch the Egg and throw it back at 
you or knock it out of the park—preferably at 
items you need. 


If you toss an Egg straight up 
into an Arrow Cloud, the projec- 
tile will shoot down a predeter- 
mined path through rows of 
Coins. When you're done, shoot 
the Winged Cloud to lower a 
barricade. 


Bounce an Egg off of a slanted 
wall to a Baseball Boy whois 
standing on spikes, then jump 
down to safe ground on his right 
side. He'll throw the Egg at 
some Coins and a Winged Cloud. 


WR Another Triumph for 

m E ts Use an Arrow Cloud 
- f to knock a Super 

Star loose, then 

race to the Middle 

Ring as Superstar 

Mario. 


Pick up a Blue 
Watermelon to 
freeze Tap-Taps 
with your icy spit, 
then hop into a hole 
to pick up some 
Stars. 
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‘aa Carved Out of S 


tone 
Fairy i 


Sei oh 08 The stones may 

$ aT look like steps, but 
they were meant 
to be destroyed. 
One will yielda 
Switch that makes 
Coins appear. 


What’s Gusty 
Taste Like? 


Tastes like chicken—with none of the fat! 
Regardless of their nutritional value, Gusties are 
an essential part of your Stage 3 diet—if you 
want enough Eggs to break through to the large 
underground caverns. That’s where most of the 
stage’s action will unfold. 


1-Upsmanship 
SSG? fe, 0 = If you move fast 

ea xi enough, you can 
slurp up a Shy Guy 
with a 1-Up before 
) he flies away. You 
could also shoot 
him down. 


ka Yoshi the Destroyer 


i: 
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You can smash your way through the soft stone walls witha 
few carefully aimed Eggs. As an added bonus, you can pick up 
some Red Coins on your way through the passage. 


YW Wee Juggernaut 


The slope to the item-rich 

i heart of the stage is crawling 
J with enemies. Transform into 
Superstar Mario then plow 
through the danger without 
fear. Press B while you run to 
get the most out of the trip. 


ins 


sF” for Following Directions, “A” for Achievement 


Smash through the soft rock 

to reveal a Winged Cloud, then 

| hit the cloud to make a Switch 

appear. The Switch opens the 
secret entrance to a cavern 

| withRed Coins, a 1-Up anda 

Gargantua Blargg. 


into a Mole Tank, 


right to the Coins 
and the 1-Up. 
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WORLD 2 


Te ae: = © After you transform 


dive down a shaft to 
the left, then head 


Bigger 
Boo’s Fort 


Many Boos are about in a fort filled with secret 
Switches and hidden staircases. Boos are vulner- 
able—and mobile—only when your back is 
turned to them, so be sure to have a wall handy 


Don’t Forget the Flower 


A temporary bridge will appear 
after you stomp a Switch near 
the beginning of the stage. 
Remember to grab the Flower in 

your haste to reach the safety 
Ged sed iat iat ial ists | of the ledge. 


© Four Eggs. Two Boos. No 
A Problem. Just turn your back to 
the spectral assailants, angle 
9 your shot off a wall, then 
A bounce an Egg back at them. 


when they approach. You'll need it to banish the 
supernatural sneaks with bank shots. 


kW Stair in the Air 
Ry is pick 


5 Use a leftover Egg 


S21 tobursta Winged 
Cloud that’s just 

3 beyond your reach. 
A stairway toa 
ledge will appear. 


oun 
r 


ÆJ Stompa Switch to 
a activate a bridge, 
then shoot a sec- 
tion of wall marked 
by red arrows. A 
successful shot 
will reveal a Key. 
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Fight through a big, 
Boo-filled room— 
picking up items as 
you go—then push 
the Crate to re- 
enter a slightly 
altered room. 


If You Hang 10, You'll Lose Nine or So 
Hop ona makeshift surfboard 
then ride the wavy lava 
through a row of Coins. Enter 
the Pipe on the other side of 
the room. 
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Break through the cracked 
stone on the ceiling then 
proceed to the left until you 
drop down to a door. 
Remember to stock up on 
Stars by eliminating the 
numerous Boos in the room. 


The two balloonlike ghosts are 
more than pests: If you hit each 
of them three times, they'll turn 
into Switches. Each Switch 
makes a wall of Coins temporar- 
ily appear. Hit one, grab what 
you can, then hit the other one. 


Work your way up a series of large, rotating boards to reach 
the boss door. Use the platforms on the side of the room to 
help you reach each successive board. 


BOSS 


BIGGER 
ee | 
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A : = Ground-Pound a portion of soft 
: rock that overlaps solid ground 
to reach a hidden Winged Cloud. 
Scoop up Stars, then head to 
the right for your first 
encounter with a Lakitu. 


Watch Out 
for Lakitu 


Lakitus are annoying cloud riders who always 
seem to show up when you least want to see 
them. They can help you as much as they hinder 
you, however. If you slurp a Lakitu off its cloud, 
the fluffy platform will be yours to command. 


=] Lob an Egg or a Koopa Shell up 

| the second shaft ina midstage 
tunnel area to reveal a Winged 
Cloud. Shoot the cloud to unveil 
a Switch. The Switch makes 
coins appear in an adjacent area. 
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If you are used to smashing all 
Crates you find, then stop and 

g take afew deep breaths. A 
Crate with a Key is on soft rock, 
so you must knock it off its 

g pedestal witha shell then push 
it to solid ground. 


the s 
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Grab the Key before it bounces 
away then head to the right. A 
Pokey will block your way, but a 
well-placed Egg will take it out of 
¢| the picture. Open the locked door 
| then prepare to ride the rails. 


Yoshi's Train transformation 
will also magically transport 
you into a drawing on the wall. 
Speed up—by pressing B—to 
blow past Train Bandits as you 
make tracks for Coins and 
Flowers. 


44 
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a Bye-Bye Fly Guys 

Move fast to knock down two 
Fly Guys just beyond the 
Middle Ring. Pick up the Red 
Coins they drop, then back- 
track to the Winged Cloud 
near the Middle Ring. 


Knock the sunflower seed from 
the Winged Cloud, climb to a 
ledge, then Ground-Pound a 
post. Leave one segment of the 
post above ground, so you can 
leap to the upper ledge after 
you activate a Switch. 


Smash through soft rock to 
release a Switch from a Winged 
Cloud, then plunge underground. 
Superstar Mario must race to 
the ceiling then down a cliff face 
to gather Coins. 


@eeeen040402004aee082e @ 
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Bandits in the Bu 


9 


shes 
K Take out the last 

; (7) Fly Guy for another 

Coin, then hop over 

a suspiciously large 
bush on the way to 
the Goal. It's actual- 
ly an ambush. 
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At the start of the stage, 
quickly leap off the two Yellow 
Egg Blocks to intercept a Fly 
Guy above you. He's carrying 
valuable Stars. 


The Cave of 
the Mystery Maze 


How deep does the cave go? Only Yoshi can find 
out! Ground-Pound through soft rock to pene- 
trate the mysteries of the cave, but make sure you 
pick up all the items you'll need on the way down. 


i Ground-Pound all the way to 
į the bottom of the shaft then 
shoot the Winged Cloud to 
release a Key. Use the 

Spring Balls to move back 

up the shaft. 
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aning the Crevices 


Peeri 


Don't enter the cave until you | toaa 
are sure you've milked the tun- | 

nels for all they're worth. 
Ground-Pound to reach a Spring 
Ball, then smash your way up to 
Coins and Stars in the upper z 
reaches of the shaft. Az 


Spring Is in the Air 
K Á 7 There are a lot of items directly 

; above the entrance to the cave, 

but you won't be able to reach 

them until you knock down the 

Spring Ball suspended in a shaft. 

7 Remember to shoot the Arrow 
Cloud to snag a Flower. 


Burst open a Winged Cloud to reveal a secret door to a room- Another one of those spinning spike contraptions will force 


ful of goodies. If only the other items in the game were as you to time your jump from a Spring Ball carefully. You'll need a 
easy to collect. big jump so you can reach a 1-Up and some Coins. 
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Jump between the moving 
stones to make your way to the 
cave’s exit. Slurp up the Gusties 
that get in your way, and spit 
Eggs at the two Needlenoses 
that block your path. 


PJA Gusty Degustation 


Each Countdown Platform is 
marked clearly with a number 
that represents the number of 
seconds it will exist after you 
step onit. Watch out for the 
Spray Fish as you quickly make 
your jumps. 


Make a big leap from the last 
platform to an outcropping of 
d y $s G3 4 44 soft, yellow rock. Ground-Pound 
adds Addy g AAA AAA AAA 4) the rock to enter a tunnel, then 
m o o @ #) use Eggs to blast your way 
$| through. A Flower is the prize at 
the end of the tunnel. 
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MD Rock Ambush 


m a 


Early Fall 


Ground-Pound the 
earth in front of the 
Eggo-Dil to prevent 
it from pelting you 
when you pass over 
the pugnacious 
plant. 


You'll need to run quickly over 
the one-second Countdown 
Platforms, so you may not 
notice the Chomp Rock that is 
poised to flatten you once you 
reach the opposite ledge. 
Jump over it. 
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Belly Boost 


Slurp up some Mildes to create 
Eggs, then bounce off the Fat 
Guy near the start of the stage. 
You may not jump very high, but 
you'll make the platform if you 
flap your arms and legs. 


Lakitu’s 
Wall 


The Lakitus have left their clouds and taken 
refuge behind pock-marked walls. It’s a good 
thing there’s no shortage of ammunition— 
including oversized Eggs you can create using 
Fat Guys. You'll find the weight-challenged ene- 
mies just about everywhere you look. 


First, eat the Fat Guy, then 
shoot the Winged Cloud to cre- 
ate a bridge. Use your Fat Guy 
Egg to take out the three Fly 
Guys carrying Red Coins. 


a 
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kW Switch on the Coins 

i Break through soft, yellow 
rock to reveal a Winged Cloud 
that holds a Switch. The 
Switch causes two rows of 
Coins to materialize. 


TUA Fits the Bill for a Jump 
ys? z pi 


Time your jump so you can 
bounce off of the Bullet Bill that 
regularly fires from the higher 
of two cannons below you. The 
extra boost will allow you to 
p= 4 reach a ledge beneath a Winged 
eo Cloud. Egg the cloud for a 1-Up. 


Z 
SE 
Z 
E 


A Fat Guy Egg will not only elim- 
inate the obnoxious Tap-Tap 

| guarding a Flower, it will also 
turn the enemy into a Star. 

i Hooray for Fat Guys! 
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Staying alive is your first priority when running across a falling 
stone block. If you are feeling confident that you will make it 
across the chasm, try to make a big jump from the final stone 
to reach a few Coins. 


yim Cloudy Up Here 


Bounce off the Spring Ball then flap to the right until you land 
onacloud platform. Jump up and to the right, then run, jump 
and flap to the left. Continue jumping and flapping to the left 
until you reach a platform. 


FJA Down the Magic Hole 

: Leap up to activate a hidden 
Winged Cloud, hit the cloud to 
reveal a Switch, then hit the 
Switch to open a hole toa 
secret room. Once you are in 
the room, Ground-Pound the 
second shaft from the left. 


Morph into a Car, then cruise 
through the countryside. Press 
B to jack up your chassis when 
Tap-Tap pedestrians approach 
you. They may scratch your 
paint. 


Derr sresrereerrerseeeeeseeeor 


Turn left after you make the jump from the tunnel then hop on 
the Flatbed Ferry to another tunnel. Touch the Yoshi Block 
then use the Spring Ball to bounce up to a Helicopter Morph 
Ball. The high road is paved with Coins and 1-Ups. 
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The Potted 
Ghost’s Castle 


Considering its owner is stuck in a vase, there 
sure is a lot of room to roam around in the Pot- 
ted Ghost’ castle. You'll find a wide variety of 
puzzles, dangers and enemies in the expansive 
environment. You'll also find a big ghost with a 
plant on his head. 
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ÆA An Excellent Point 


Use the Arrow Wheels to 
journey to a Pipe in the top- 
left corner of the room. Morph 
into a Train, get up a head of 
steam then chug to the Flower 
on the upper tracks. 


ANAS 


Dizzy Dandies may look like 
Flowers at first glance, but you 
wouldn't want to stop to smell 
these floral fiends. Jump as 
soon as they begin to move— 
they will pass right under you. 
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Be careful while you push the 
vase down the long platform— 
pesky Boo Guys will work as a 
team to bring you down with 
bombs. When the deedis done, 
grab the Key then get out 

of there. 
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Tiny Targets 
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Make very careful jumps to 
land on the slender posts 
sticking out of the lava pool. 
It's the only way to get five 
critical Red Coins. 
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Shoot Eggs at the pulley on 
the ceiling to reel in the spiked 
weights. The effectis tempo- 
rary, so don’t dawdle as you 
pass beneathit. 
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Stay Sharp, Avoid 


%) 


As you ride the Arrow Wheel between the razor-sharp walls, 
shoot Eggs at the crystals to reveal hidden items. If you shoot 
the crystals at the top of the room, a door will appear. 


yaa Large-Scale Larceny 
= = Do your best to evade 
Bandits while you search 
for a Key that's hidden in 
a vase. Try to reach the 
Middle Ring before you 
start breaking crockery. 
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Star Cameo 


Before you begin your perilous 
journey, hop into a Pipe to pick 
up all the Stars in the stage. 
You'll find them in two Winged 
Clouds and two Crates. 


Hit That Switch! 


Test your timing high above the mountains in World 2’s Extra ya Start the Insanity 


Hit the first Switch then leap 
up the temporary stairs toa 
Flatbed Ferry. You can reacti- 
vate the Switch as many 
times as you like, so don't be 
afraid to abort the early por- 
tion of the trip. 


Stage. It won't take long to finish the stage, and it'll take even less 
time to completely mess it up. Hit a series of Switches to keep 
hope alive—there are no second chances for survival in the thin 
mountain air. Of course, you can always pause and restart. 
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Leap from the Flatbed Ferry to 
a Switch ona small platform. 
Hit the Switch then jump back 
on the Flatbed Ferry. Ride the 
ferry to the end of its track 
then leap to the right. 


S| You can't relax for a second dur- 
Marea ing the second half of the jour- 
fed ney. Duck and jump to avoid 
$ obstacles, then be ready to 
4 abandon your Flatbed Ferry 
when the time is right. 


You'll need to get to the Spring 
Ball fast, then make a big jump 
to the top of the wall. Hit the 
Switch, run through the Coins, 
drop down to the Flower, then 
bounce back up to another 
Flatbed Ferry. 
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Monkey See, Monkey 
Do! Monkeys Throw 
Lots of Stuff at You! 


yoshi and his precious cargo 
must commune with nature ina 


series of steamy jungle stages. 
Beat the bushes for Flowers and Ç] 


Stars as you inch toward your 
final confrontation with the 
nasty Naval Piranha! 


Welcome to 
Monkey World! 


“Welcome” may be too strong a word—your wel- 
coming committee will spit seeds at you and try 
to steal Baby Mario. Compared to some of the 
ghoulish creatures in the last world, however, the 
little Grinders seem fairly benign. The Wild Pira- 
nhas are another story. 
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Ground-Pound the 
first column you 
encounter to reveal 
a Winged Cloud. It 
will release a 
shower of Stars. 


The Grinders in the 
trees have terrible 
aim, but they will 
eventually hit you 


4 witha lucky shot if 


you don't eliminate 
them. 


Perform a Ground 
Pound while float- 
ing in the water 
then press Left on 
the Control Pad to 
move through a 


| secret tunnel. 


Use the Spring Ball 
to reach a secret 
area above the 
trees. Hop on the 
Donut Lifts while 
you take aim at Fly 
Guys bearing 1-Ups. 


WORLD 3 STAGE 1 


Vas eT ee BAS 


The Grinders seem to have little difficulty maneuvering up 
and down the vines, but Yoshi must depend on platforms to 
reach a plateau. Shoot Eggs at the Wild Piranha that get in 
your way. Be sure to grab the Flower on the way up. 


The Grinder Gauntlet 


ISTAS [oe 2 Oa 
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Take your time on the jumps and don't be afraid to shoot 
down some of the more obnoxious enemies—you can always 
make more Eggs. 


VA Chain of Fools 


mg 


The moving chains of Grinders aren't much of a threat—as 
long as you patiently time your jumps beneath them and land 
carefully on the opposite ledges. Be sure to grab any Red 
Coins the little swingers may be guarding. 


JA Primate Pickpockets 


TRAEN, 


Careful jumping is always in order when faced with moving 
platforms and Teeter-Totters. Toss an Egg at the last Flower, 
then make a run for it past the thieving little monkeys. They'll 
snatch Baby Mario away from you if given the opportunity. 
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IBB Shields Taste Terrible 


If you try to slurp up a Spear 
Guy while he’s facing you, 
then all you'll get is a bad 
taste in your mouth. For prop- 
er ingestion, wait until Spear 
Guys turn their backs. 


Jungle 
Rhythm... 


It’s not the kind of rhythm that makes you tap 
your toes. It’s more like a sinister drumbeat that 
causes you to break out in a cold sweat. Not to 
put too fine a point on it, but the Spear Guys are 
not to be trifled with. Make like a Boo and attack 
them when their backs are turned. 


Spear Guys will march to and 
fro near a Flower that's under 
a stone block. Wait until they 
pass by you then slip under 
the stone to pick the precious 
posy. 


f, 
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The curious blocks in the air are actually platforms—you'll 
just need to activate them. Bump them with your head to 
make them flatten out. You can use them to bypass the 
Spear Guys on the ground. 


the cloud to make a Switch appear. Stomp the Switch to open 
ahole that leads to an underground Coin chamber. Poochy will 
greet you when you arrive. 


Jump up and to the 
left from the 
revolving platforms. 
You'll enter a secret 
area where you can 
play a Bonus Game! 


You'll need to use a variety of platforms to reach the second 
section of the stage. Jump from the left side of the revolving 
platform to activate the platform block—that way, you'll 
have a place to land when you come back down. 
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Siete to Spare 


Build up your Egg 
supply for your trip 
across the drink. It 
takes only one shot 
to stop the Nep- 
Enut, but it recov- 


Boy ers fast. 


Nep-Enuts’ 
Domain 


Beware, matey, of the fearsome, blue sea mon- 
sters known as Nep-Enuts—unless you have 
plenty of Eggs. Oh, you do? Then simply shoot 
the big, blue meanies to make them sink back 
into the water. While you're at it, take a dip as a 
yellow Submarine. 


Walk carefully 


The Nep-Enut will pursue you 


until you get out of the water, through a barrage 
so you should finish your busi- of exploding 
ness and get to dry land as coconuts, then 
25 quickly as possible. stomp on the 
: Stretch to squash 


him into a ball. 


Morphintoa 

=| Helicopter, then fly 
d into anarrow, Coin- 

F3 filled tunnel until 

4 youreacha Yoshi 

Block. Touch it and 

enter the door. 


atea ie over the water, 
then shoot a Winged Cloud on 
23 the far side to reveal a door. 

fa} When you enter the door then 
come back out, the bridge will 
be gone! 
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The Submarine is arguably the coolest Morph vehicle in the 


The spinning spike ball makes a return appearance in an unlike- 


game. Crash-dive into the deep, blue water, pick up Coins and ly location: underwater. You'll need to get very close to the 
torpedo any fish unlucky enough to get in your way. Just be dangerous device to withstand the Morph Bubble beside it. 
mindful of the time, because the Morph doesn’t last forever. You can’t finish your journey without recharging. 


The way to the Yoshi Block isn't complicated, but you can’t 
make many turns before your Morphruns out. The underwater 
fauna will also try to stop you—don't be afraid to torpedo any- 
thing that threatens you. 


The Clawdaddy under a platform 
probably thinks he's safe from 
attacks, but a few bank shots 
will put the overconfident crus- 
tacean out of commission. 


Clawdaddies don't move very fast, but they'll make your life 
miserable if you let them touch you with with their pointy 
pinchers. The crabby creeps will explode in a shower of Stars 


when you hit them three times. Watch out for Frog Pirates or 


you'll find out what it’s like to 
feel the business end of along, 
sticky tongue. The aggressive 
amphibians will try to steal 
Baby Mario away from you. 
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Prince 
Froggy’s Fort 


Its doubtful that Prince Froggy has any actual 
royal blood in him—unless there happens to be 
some in the mosquitoes he’s eaten. When you're 
granted an audience with the prince at the end of 
Stage 4, you'll discover that he isn’t snobby at all. 
On the inside, he’s just like any other frog. 


ky My Tw 


[i 


o Clawdads 


Po Soe: 
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Crystal Cover 


You can carry six 
Eggs andit takes 
three hits to 
destroy each 
Clawdaddy. Try not 
to miss. 


C FANA 


WORLD 3 STAGES 38 


Chip away the crystals cover- 
ing a stone wall to expose a 

T Winged Cloud. If you shoot the 
4 cloud, a door will appear. 


Morph into a Submarine then 
go diving for Coins. The spin- 
ning spikes will add an element 
of danger to the endeavor. Try 
to follow behind the spike balls 
to avoid contact. 
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CEB Pick the Bucket 


Bs 


Knock the ? Bucket from the 
ceiling then hop aboard. You may 
be the captain of a bucket, but 
at least you're a captain, right? 
Leap from the bucket to grab 
Coins. The container will pro- 
tect you from the Flopsy Fish. 
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Jump over the 
Clawdaddies in the 
archways. When 
you reach the 
spiked floors, shoot 
the Winged Clouds 
to build bridges. 


It's understandable that you'd 
want to get away from the 
annoying Lemon Drops, but you 
shouldn't raise the last bridge 
until you ‘ve picked up the 
Flower. The planks will seal 


ary. SP age off the item. 
man bAPDTAALEL TST NS. DAT he 


PRINCE 
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Jammin’ 
through the Trees 


You'll need to battle for every inch of jungle real 
estate as gangs of Grinders pelt you with bombs, 
seeds and Needlenoses. Start by blasting your 
way through canyons of soft, yellow stone, then 
leap from tree to tree like the very Grinders that 
hound you. 


kim Scary-Go-Round 


Once you jump ona spinning platform, waste no time eliminat- 
ing all possible threats from the trees. If there are no Grinders 
around, you can methodically eliminate Shy Guys before plan- 
ning your next move. 


CW Line of Fire 


Flower surrounded by stones. If you don’t want to waste 
Eggs, then steal a melon slice from the Grinder so you can 
spit seeds at the item. 


Shock the Monkeys 


-g 
t 


Ta Hopping 


R 


and Hoping 


WORLD 3 STAGES 4&5 


If you give them 
half a chance, the 


your surroundings 
and strip you of 
Star power. Go on 
the offensive. 


As you make your 
own tunnels 


look for odd rock 
formations. Some 
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q Keep making and 
4 using Eggs as you 


journey over a field 


$| of spikes. It's a par- 


ticularly dangerous 
place to lose 
Baby Mario. 
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Grinders will trash 


through the stone, 


good stuff may be 
hidden inside them. 
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(a Downstairs Exit 


r 
x | 


Leap to a ledge near a Spring Ball at the bottom of the stage, 
then enter a cave on the left side of the screen. When you 
come out of the cave later, use the Spring Ball to bounce up to 
the treetops. 


VÆR Eggplant 
PS e A 


ENNAN ANAN ; h i eg ie 
Aim carefully—using the arrow as a guide—to knock down a 
Switch that turns ona series of platforms. Use the platforms 


to reach a Flatbed Ferry. The platform comes equipped with an 
Egg Plant, so you won't run out of ammo. 


; Pada! © 4 
Pick off as many Coins as possible, but be ready to drop what 
you're doing if a Fly Guy with a 1-Up passes by. If your aim is 


true, you'll have a lot of items in your possession by the end of 
the ride. 


LEA Hearty Piranhas TOA Treasure Tree 
A Wild Ptooie Piranhas will spit 

Needlenoses at you until you 
hit them with three Eggs. If 
necessary, go back to the Egg 
Block for more ammo. 


Stomp the Switch on top of a 
tree to reveal a treasury of 
Coins in the skies above the 
Stage. You'll need to be very 
fast to take advantage of the 
windfall. 
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WORLD 3 > 5&6 


X 


Jump to the first 

4 treetop within your 
range, then back- 
track to the tallest 
tree near the start. 
1 Keep leaping right 

z| toreach a ledge. 


The Cave of 
Harry Hedgehog 


Harry isn’t all that hairy—he and his ilk are 
quite prickly, however. Don't bump into the little 
critters if you want to keep the little bundle of joy 
on your back. Wait for them to shrink in size, 
then slurp them up like the rest of the under- 
ground enemies. 


Drop down a narrow shaft to a 
small section of cave contain- 
ing a tall toadstool and a Key. 
Leap up to grab the Key, then 
use the Spring Ball to get back 
§ upto the ledge. 


"E "E zE E jd 


Shoot a Winged Cloud to acti- 
vate a sunflower, then climb 
the stem to a Morph Bubble. As 
a Mole Tank, dig through a dirt- 
clogged maze to pick up items. 


AAAAARRRRARRARRRRARRAI 
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The Shy Guys Are Wading for You 


7 =E The Shy Guys have the right 

Z4 idea—their stilts keep them high 
and dry, while Yoshi and Baby 
Mario get soaked to the bone. 
Jump on their heads to knock 
them into the drink then slurp 
them up with your tongue. 


Favorite Lake 


The area may be a popular hangout for the 
Grinders, but the enormous Lunge Fish are the 
most dangerous denizens of the lake. Be careful 
where you go swimming—you'll lose Baby Mario 
if the aquatic attackers put a lip lock on you. 


You won't be able to reach the 
Coins or Flower by jumping out 
of the water. Instead, take the 
revolving platform out for a spin. 
Watch out for marauding 
Grinders and jumping Flopsy Fish. 


TTA Le 
Burst a Winged Cloud to reveal a PY wo ty Use a sunflower's leaves as a 
Switch, then hit the Switch to ladder to a Flower and an Egg 
opena secret entrance to an Block. A nearby Clawdaddy 
underwater chamber. Morph #4 shouldn't give you trouble—if 
into a Submarine then add to you stay out of his way. 
your Coin collection. 


e of Leaves 


A second sunflower will give 
you access to ahidden area 

4 above the tree line. The areais 
quite large, but you'll return to 
the lake just a short distance 
from where you left. 
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WORLD 3 STAGE 7 
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VJA Parting Gifts 
sas of Se oe 


aa Seed Salvos 
as F Slurp up a Green 


ras 7 Watermelon then 


rth AO 3x ls | open fire on the 
many Grinders in 


Shoot two Winged Clouds at 
the end of the treetop area to 
uncover some Stars and a 1-Up. 
| If you fall below the palm 

the trees. They'd trees, you can always return 
like to do the same ; } to the area by climbing the 

to you. ~} HTAA sunflower from the lake level. 
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What Lies Beneath 

Squeeze under some stone 
blocks to reach the Coins 
underneath them. If you keep 
moving to the right, you'll find 
a Flower and a Bonus Game. 


Slide down the slip- 
pery slope to 
another section of 
the lake, where fat- 
lipped Lunge Fish 


Don't forget an eas- 
ily overlooked 
Winged Cloud— 
between two large 
stones—before you 
go Coin diving in 
dangerous water. 
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IBS Beat Back the Bloated Bully 


§ A ghost clogs the works near 
the start of the stage, but it 
also provides you with the 
means to defeat it. Slurp up the 
Shy Guys it spits at you, then 
send them right back in the form 
of Eggs. 


Naval 
Piranha’s Castle 


Something went down the wrong Pipe—and 
that something is you! The Naval Piranha’s Cas- 
tle seems to be little more than a tangle of cor- 
roded plumbing, but you'll need more than a 
plunger to get past the thorny thing that clogs 
the end of the stage. 


Move through the flippers then 
pause before you continue. Let 
Hootie the Blue Fish pass by 
you before you proceed down 
the pipe. 


kW Snorkeling Sneaks 


TE FE] TheLakitus seem 
EATI E EA ETUATTTT a to thrive in any 
BLES ee | eee eee ee ee environment. The 
i Peet. A tee new batch will be 


-2 È: ; i equipped with 


sses eTA Snorkels. 
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The flowing water will push Practice the fine 
you in a direction whether you art of Egg banking 
=| moveor not. Use the move- to pick up Coins and 


other fabulous 
prizes. The skill will 
A come in handy later. 


ment to duck under a Wild 
Piranha, then quickly leap over 
its partner in crime. 


WORLD 3 Es | 
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Both Lakitus and Wild Piranhas 
will make a habit of popping up 
when you least want to see 
them. Go ahead and hit them 
with Eggs—you can always 
get more ammunition from 

a ghost. 


EEEE 404444446844 


JJA Enemy Aid 

y After you move past the ghost, 
fight your way past a series of 
Wild Piranhas. If you run low on 
Eggs, go back to the ghost and 
slurp up some Shy Guys. 


aeeeeneseaee 
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Once the stage begins, snag 
the Fly Guy as fast as you can. 
He'll linger over the starting 
area for only a few seconds. 


More Monkey Madness 


The monkeys, or Grinders, are perfectly sane, but you may go mad 
trying to negotiate several treacherous, spinning platforms. Of 
course, it doesn’t help matters when the little swingers keep 
throwing stuff at you. You may want to splurge on one of those 
Anytime Eggs you've been saving. 


Eat a couple of Grinders to add 
P3 to your Egg supply then shoot 
4 down the two Winged Clouds 
#4 inthe starting area. Both of 
TA them will yield Stars. 


D e 


WA 
L 


The fun will really begin when 
you reach the second spinning 
platform. First, shoot the seed- 
spitting Grinder, then jump care- 
fully under the wall and up to 
the Flower. You'll be pulled up to 
a hidden area. 


You'll drop down There are two ways to 


from the hidden approach the seed spitters in 
area onto manually your way: You can either dodge 
operated spinning i the seeds then slurp them up, 
platforms. Shoot 4] or activate an Anytime Egg 
the Flower then then pick them off. 

spin to the right. 


ÆA The Goals before the Goal 


5 & & a a ey 
} za s ti 


You'll have two 
important tasks 
before you reach 
the Goal: Shoot the 
j ; Fly Guy carrying a 
DV WADE Vial = S/F anh Coin, then shoot 


fgat N a ee 
CLA ULELLLLLE igo, e ower 


The Shy Guys take over where 
P| the Grinders leave off. The 
masked menaces are hogging 
the platforms, so you'll need 
J to shoot them or eat them. 
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Crazy Canyons and 
Cantankerous Koopas 
Cause Chaos! 


The steamy jungles of World 3 
give way to the scrub grass and 
dirt in World 4. Your armored 
adversaries, the Koopas, will 


return with a vengeance, SO 


start sharpening your shell- 
spitting skills! 


Flattened, but Not Finished 


Goombas aren't particularly 

dangerous, but they do have one 

annoying characteristic. If you 
jump on them, they flatten out 

4H thenrun faster. You'll need to 

use Eggs or shells to defeat 

them. Also, you can eat them. 


Go! Go! 
Mario!! 


At the end of Stage 1, Superstar Mario will face 
his most taxing test of daredevilry so far. Poor, 
old Yoshi will have to carry the ball up to that 
point, however. Take full advantage of the Koopa 
Shells on hand to eliminate Wild Ptooie Pira- 
nhas and other enemies. 


Go down a Pipe to reach a daz- 
zling cave filled with crystals, 
Coins and Bandits waiting to 
ambush you. You won't see the 
baddies until they snatch Baby 
Mario, so be ready to snatch him 
back immediately. 


Break through soft 
stone to release a 
Super Star, then 
send Superstar 
Mario up the walls 
to the final stretch 
of the stage. 


After the Super Star's effects 
wear off, jump off the ledge on 
the left to land ona flexible 
platform. Ground-Pound the 
platform, jump to activate a 
Winged Cloud then shoot the 
cloud to reveal a 1-Up. 
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WORLD 4 


Hop in the Pipe on 
the left side of the 
screen then aim 
carefully at an 
Arrow Cloud for 
the chance to pick 


The Cave of 
the Lakitus 


Are you ready to turn the tables on those pesky 
Lakitus? They’re huddled behind a wall in the 
center of the cave, and you can take most of them 
out with a POW Block. It’s important to jump 
and land correctly in the stage, and it’s even more 
important to fall correctly. 


§ asssasa9a9se849 


B 


vererrerer 


As you probably know, you can 
control your fall by pressing A to 
hover momentarily while in 
flight. You'll need to excel at the 
technique to pick up all the 
Coins during a very long fall to a 
lower level of the stage. 


7 Stairwell Shell 


Jump to a Pipe beneath a flight of stairs—you'll need to 

C t hover to reachit—then slurp up a Koopa above you to getits 
side of the Koopa. If you shoot the right side, all you'll get is a shell. Fire the Koopa Shell into a slot on the opposite side of 
1-Up—a nice prize, but not an essential item. the cliff to hit a Flower. 


E 
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Arrested Ascent 


Hop onto one of the happy bal- 
loons for a slow ascent to the 
platforms above the starting 
point. Be ready to leap for the 
Fly Guy with a Red Coin. 


Don’t Look 
Back! 


With all the Countdown Platforms, Teeter- 2 1-Ups Fail AA 

; b 25 ; se the Countdown Platforms 
Totters and precarious ledges in the first part of to jump to the top of a Bullet Bill 
the stage, you may just want to count your cannon. Snatch one hidden 1-Up, 
blessings and keep moving forward. You'll have then make a difficult jump to a 

ó platform with a Koopa Shell for 

only one shot at many of the items, so plan on a 
return visit to the unfriendly skies. 


a second 1-Up. 
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Pump up the red Keep your Egg arm 


balloon to its maxi- cocked and ready to 
mum capacity then nail fleeting 1-Up 
hop aboard for an balloons when they 
item-rich flight. Be appear on-screen. 
ready to toss Eggs Smash through soft 
at distant goodies. rock to reach them. 
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Run as fast as you 
can to stay ahead 
of the massive 
Shark Chomp. You'll 
be safe only once it 
breaks its chom- 
pers on solid stone. 


What Big Teeth You Used to Have 


Marching 
Milde’s Fort 


By the time you meet the relatively mild- 
mannered Marching Milde for a miniboss battle, 
you may feel like you've been through a war. 
You'll need to get four separate keys from four 
unique dungeons before you can squash your 
big, smiling foe into lots of little, smiling foes. 


ZAZACAZ ZZ AZZ 
ZAZAZALZAZ AZZ, 
YAU EATEN EAE ZZ 


ZAZAZACAZAZZ 
AAV 


The blue Arrow Wheel will 
last for only a few seconds, so 
you won't have time to play 
with directions—go up quickly. 
Work your way through the 
Potted Spiked Fun Guys until 
you find a Key. 


Stay alert for the Flower in 
your path as you evade the 
Shark Chomp. If you miss it, 
you probably won't have time 
to come back to get it. 


SISSISSISSISSIASIASISSISAISSIAISSS MIATA ASIA AAR 
og SALA AAAI EATEN 
Ld LALZALAZ LI Z 
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SSISSISSIASISSESISS 12721 LATIN 


RASS Ae 5 Ps APL ITE Z Wer. FOr SOY Break through a variety of soft 


SSSA eae ae as 88 ` A . 
Baas peng — - - stone and blocks until you reach 
FA 3 SN D ar ; L a wall of crystals. One of the 
; LM Winged Clouds behind the crys- 


tals contains a Key. 
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Stay above the lava 

by floating ina? 

$ ; $ Bucket and pushing 

SSeS SSS SS SSS SSNS SS {BN =O Eo “= a set of revolving 

Sone fR platforms. Be sure 
not to ride a plat- 

form into the lava. 
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Every other platform in a verti- 
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N “SSSSSSSS3 HEA ACA AAA : Se dd intervals. The other platforms 
SN Ta ie ge S : will flip if you stand on them. In 


DNAS Be ZAZA 


AZ ieee Z go Be JAAA other words, keep moving to 
EA ` AS à 222 ~ 4, get to the top. 
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ÆA Deluxe, 4-Door Model 
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After you find all i 
four Keys, you'll be SS FH 
able to open a 
series of locked 
doors that lead to 
Marching Milde’s O x 


pet pen- 
PE SSS. 
room SSSSS AN 


MARCHING 
MILDE 
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Chomp Rock 
Zone 


Proper use of your Chomp Rock is essential to 
success in Stage 5. Don't just push your rock for- 
ward without a care—make sure you have paved 
the way for proper rolling. You'll probably need 
to return a few times before you get all the essen- 
tial items in one pass. 


S Perk your Chomp 
ons Rock in a small 

“ ditch, then jump 
into a tunnel. Kick a 
Koopa Shell to pick 
up a 1-Up and Coins. 


Before you stomp a Switch 
and roll your Chomp Rock, 
Ground-Pound the pillars so 
the rock can roll across the 
bridge. Hit the Switch then roll 
the Chomp Rock to the right. 
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WORLD 4 


Your Chomp Rock will reach a 
natural stopping place near a 
pillar and a Winged Cloud. 
Ground-Pound the pillar then 
shoot the cloud to activate a 
bridge. Don’t roll the rock until 
the bridge is intact. 


J You'll have only a 
second or two to 
position the Chomp 
Rock and jump toa 
high platform. If you 
fail, you won't 

werd reach a Flower. 


Lake Shore 
Paradise 


Don't get lost in the paradise of Flopsy Fish and 
flummoxing puzzles. None of the enemies in the 
stage are very threatening, but there sure are a lot 
of them. If you get overwhelmed, just remember 
the Yoshi motto: An enemy is nothing more than 
a predigested Egg. 


ttle Dip 

e s$ Ground-Pound in the water to 
the left of the starting point. 
Then swim under a lip of rock. 
Keep moving left to reach a 
Tulip filled with Stars. 


Dodgy gog 


Kick a Koopa Shell 
into a ditch then 
watch as it crashes 
> through layers of 
soft rock—leaving 
behind a polished, 
lemony-fresh floor. 


Dive under a wall 
to enter a hidden 
| area witha two- 
directional Arrow 
fax Wheel. Shoot the 
a wheel to make it 
change direction. 


First, shoot the Winged Cloud on the left side, then shoot the 
cloud on the right side. You'll create a two-level bridge that 
will make it easier to pick up all the items in the area. 
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WORLD 4 


The first Flower is 
a gimme. Grab a 
Para-Koopa then 
spit the shell into 
the hole. You don’t 
need to be accu- 
rate—just spit. 


[aR Hole-in-One 


== 


Ride Like 
the Wind 


It may be a little late to ask, but are you afraid of 
heights? Stage 7 will send you on a vertigo- 
inducing tour of the skies above Yoshi's Island. 
Try to keep your wits about you when you fall— 
there is often a safe place to land if you hover at 
the proper moment. 
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Use the Spring Ball 
to bounce up and 
over the Wild 
Piranha, then ride 
the Flatbed Ferry 
to a lower-level 
ledge. 


Hidden Heights 
Fire Eggs straight As you run through the hills, be 
up to break through on the lookout for a Fly Guy 
to a big Spring Ball carrying a 1-Up. If you blink, 
above you, then he'll get away. 
bounce up to a cool 
area above the 
clouds. 
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Moving Marksman 

Lock your Egg-throwing angle 
by pressing the L Button, then 
let the red balloon move you 
into the perfect position to 
shoot a 1-Up. 


Pump up your big, red balloon 
until it's pleasantly plump, then 
ride the bulbous blimp through a 
long row of Coins. You may have 
to jump to reach some of them. 


uddy Bill 


A leap from the Flatbed Ferry 
will take you only so high— 
you'll need to bounce off of a 
moving Bullet Bill to reach the 
Bonus Game shack on the ledge 
above you. 


you find a Crate beneath a 
Winged Cloud. The Key in the 
_ | Crate opens the door toa 

~] Bonus Game on a high ledge. 
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Patience and Peril 

The final series of high-speed 
Flatbed Ferries all drop from 
the sky at the end of their 
tracks. Don't jump from them 
prematurely: Wait until you 
see the next ferry before you 
make the leap. 


Many of the rotating platforms 
and Flatbed Ferries at the end of 
the stage simply drop into the 
abyss when they reach the end 
of their tracks. Be ready to jump 
as soon as you get on them, or 
you'll miss a critical Flower. 
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[ae Break Down 
re are oar ; A A big spiked ball on 
©. VE. F. YE i a chain will have 
weakened a block 
beneath it. Smash 
through the block 
with an Egg. 
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Hookbill the 
Koopa’s Castle 
PJA Have Pleasant Flight 


Hookbill is on the roof, but you'll spend most of ry Pa Shoot three 

your time in the dark bowels of the massive / EE Pa ddadda Addad Winged Clouds to 

K , 3 create three flights 
oopa's castle. Stock up on Eggs—many enemies ofiar Thelast 

and a slew of breakable blocks stand between you 


flight will allow you 
and the World 4 boss. to reach a Flower. 
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Toss an Egg to smash a weak- 
ened block in the ceiling, then 
ride the Arrow Wheel to the 
hole. You'll be lifted into a room 
with two large Mildes that you 
can Ground-Pound. A Red Coinis 
your reward for defeating them. 


ET. 


7A Multipurpose Wheel 


The Arrow Wheel that you used to reach the hole in the ceiling 
will be back when you return to the large room. Hop onit 
again—this time to move right, to a stairway. Jump from the 
stairway then hover and flap up to the door beneath it. 
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LEA You're Hooked, Aren’t You? 
PPP It's fairly easy to work your 
way up the curved platforms 
to a Pipe on the ceiling—if you 
can avoid the dreaded Fishing 
Lakitu. It will snag Baby Mario 
right off your back. Shoot it 
down as soon as you see it. 


p 


4 


da 
AZ 
P 
ie 
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The final room before the boss areais also a minigame. Try to 
enter the room with a full complement of Eggs, so you can 
smash through blocks to reach Flowers, more Eggs and a 
Spring Ball. You'll need the ball to get to the boss. 


Insurance Ring 


Hookbill is a bit tougher than 
the bosses in Worlds 1, 2 and 3. 
It would be wise to jump 
through the Middle Ring before 
you face the fierce Koopa. 
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HOOKBILL 
THE KOOPA 
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WORLD 4 


The Hole Story 


The Impossible? Maze 


It isn't really impossible, but it sure is a pain in the neck. It also 
isn’t really a maze—it’s two mazes connected by a series of holes. 
Don't worry if you miss a hole, you can always backtrack and start 
over again. Aside from a sticky-fingered Bandit near hole J, the 
only real danger is getting lost. 


SP a ot 
Oe ne He 


E. 


Enter the first hole to move to a better-lit maze, then ride a 
waterfall down the right side of a Y intersection. Go inside 
hole B to return to the dark maze then start making your way ji 
tohole C. 


Find the Spring Ball 
that will allow you 
to bounce up a nar- 
row shaft toa 
series of platforms. 
Grab the Flower, 
then enter hole C. 


Don't forget to pick 
up the Flower near 
hole E as you make 
your way to hole D. 
You won't even see 
itif you take the 
most direct route. 


> 


i I After you come out 
sass Pfc AN of hole E, push the 
rd : Crate to the right 
z$ N then follow it down 
to an area near hole 
H. Push the Crate 
under a red arrow. 
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LEB The Crate Is Great 


papa ppp papa appa baba baa AabAaAaAAAAAAAAAAL 
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Use the Crate to 
leap up to plat- 
forms beneath hole 
F. Bounce Eggs to 
snag the items then 
enter the hole. 


Touch the Morph 
Bubble to turn into 
a Mole Tank then 
move up anarrow 
shaft to a Yoshi 
Block. Grab Coins 
along the way. 
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Exit from hole | then wait for a 
Crate to tumble down. Follow the 
Crate until it lands in front of hole 
J, and use it to enter the hole. 
Watch out for the Bandit. Grab a 
pair of Flashing Eggs so you can 
get the last two Red Coins. 


J 


eecccccccce 
EA 


Exit from hole G, 
then push a crate 
down a waterfall 
until it comes to 
rest near hole H. 
reene? ese. Use it as a step to 
on eee Ot enter the hole. 


You're almost there. All you 
need to dois shoot any ene- 
mies that get in your way. Keep 
your Egg sight to the right of 
you so you can eliminate Wild 
Piranhas. 


Baby Mario, 
It’s Cold Outside... 
and Dangerous, Too! 


The mercury is dropping fast in 
World 5, where locals have decided 
to take up winter sports. What's their 
favorite sport? Yoshi bashing, of 


course. The best way to avoid 
frostbite—and other bites—is to move 
fast and make plenty of Eggs. 


|e Fire Starter 


After you have a couple of run- 
ins with the Thunder Lakitus, 
we think you'll agree: They're 
obnoxious. Their bombs shoot 
out waves of flame when they 
explode. Have an Egg locked and 
á loaded at the start of the stage. 


Blizzard!!! 


It’s beginning to look a lot like winter, except for 
the fire bombs raining down from the sky. The 
Thunder Lakitus will plague you throughout the 
stage, but they'll also help you if you use them 
properly. Steal their nifty clouds to reach distant 
areas and to bypass dangerous land routes. 


E 
: | Bump the Expansion Blocks 
then hop on top of them for a 
boost to the Coins above you. 
Keep an eye out for snowball- 
throwing Bumpties and the 
j ever-present Thunder Lakitus. 
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The graduated platforms that lead to a Crate require some 
fancy fluttering. You'll need to jump, fall, then hover over to 
each successive ledge. Ground-Pound the Crate to reveal a 
Key then head up the mountain. 


Don't forget to shoot the Flower that’s suspended in the air 
before continuing your trek up the mountain. Leap froma 
ledge to the Bonus Game shack then try to win anitem. 


7A | NINTENDO PLAYER'S GUIDE 


WORLD 5 STAGE 1 


m You can avoid icicles by knocking 
them down with Eggs. You can 

4 also slow down to let them fall 
harmlessly in front of you. The 
skating Bumpties may not let 
you control your pace, however. 


GEA Get to the Points 
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You'll need to travel to the right to reach the Goal, but you 
should explore a small area to the left of your starting point 
first. Snag the Fly Guy's Red Coin, then probe the trees with 
your tongue for a Green Watermelon. 


Eg Steal acloud—or simply bounce 
off aLakitu—to reach a Pipe and 
4 a Switch. The Pipe leads to two 
Star-bearing Tulips. The Switch 
turns on bridges that allow you 
to collect Coins. 
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Ride the 
Ski Lifts 


Unlike ski lifts at a posh resort, the lifts on 
Yoshi's Island require you to leap between mov- 
ing platforms. You'll also have to deal with 
annoying Bumpties as they flutter around in 
inconvenient places. Stay frosty—there will be 
many heated moments during this stage. 


WR Turn on the Safety Net 


Stomp the Switch 
to turn ona bridge 
beneath the ski 
lifts. Slurp up a 
Bumpty then spit it 
at the Lakitu. 


Don't ride the lifts 
passively—look for 
items along the 
way. Jump to knock 
down a Switch 
then stomp it to 
turn ona bridge. 
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The Snowball Effect 


The snowball has two impor- 
tant functions: It flattens any 
enemies that get in its way and 
it grows into a portable plat- 


$] form. Hop onto the snowball to 


reach coins and a ledge. 


When your snowball reaches a 
wall, leap up to the ledge then 
jump down a series of platforms 
to reach a Middle Ring. 
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WORLD 5 STAGE 2 
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Shoot down a Switch above a 
tree then stomp it to open the 
entrance to a secret area. If 
7 youneed an Egg, you'll finda 
present under the tree. 


A Superstar Head-Butting 


; Transform into Superstar Bump the 
i F "l 3 Mario then bonk your head on Expansion Block 
A asa an Egg Block to pick up Coins then jump up to 
A a and a 1-Up. Keep grabbing another lift. 
Am : Super Stars to keep Mario Remember to jump 
; hopping. when an enemy 
approaches. 


eR Timely Transfer 
Two Fly Guys will a 
pass by with 1-Ups 
while you descend 
on the lift. Don't 
waste Eggs—slurp 
them up. 


Get ready to jump between 

& lifts so you can complete the 
journey to the Goal. The 

d Bumpties will get in your way, 

so keep your tongue active and 

your mouth empty. 
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Danger—Icy 
Conditions Ahead 


The first part of the stage is a slippery struggle on 
blocks of ice, and the second part is a breezy slide 
down a snowy mountainside. Because many of 
the items are encased in ice, Fire Melons are an 
essential part of your diet. 


Breath of Fire 


When you eat a Fire Melon, your 
breath will turn giant ice blocks 
into water vapor. Turn on the 
heat to reachitems and remove 
obstructions. 


VMA The Frosty Bucket 
z er Beas r Set sail in a rusty bucket—it's 
Fi. -. år); the tried-and-true method for 
crossing frigid water. You can 
leap up to ice ledges to collect 
Coins along the way. 


WR Stars on Ice 


Grab another Fire Melon to burn 
your way to another Flower. 
When you free the Flower, you'll 
also release a Super Star that 
was trapped by the ice block. 
Grab it to transform Mario, then 
run like the wind. 
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cae Melt a Way 
a ee a The revolving platforms won't 
d mli Oe make it to the ledge on the 
é opposite side of the chasm— 
unless you melt the ice blocks 
in your way. 
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Superstar Mario will have just 
enough time to touch each 
Super Star on the way to the 
safety of the ledge. 
Concentrate on your jumps. 


WORLD 5 STAGE 3 


A BAS ASSES Oe bd bd dt bd OS Patata a 
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FIA Brutal Barricade 
IPI ey On the slippery surface of the 


z4 2 rj r} r} ice blocks, one false move will 


send you sliding into the deadly 
crystals. Clear the way with 
Eggs before tragedy occurs. 


Streak down the slope on your 
new pair of planks. Be ready to 
jump when you see obstruc- 
tions in your way—or Coins 
that aren't in your way. 
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We've Got a Secret 


SES ee ee ee ee ee =] Enter the door to the left of 

= p = your starting point then use 

: ma your Winged Cloud Maker item 

z On the Level to transform the Chain Chomp. 

£ = |; Selection screen, In the process, you'll also create 
= -- = a door to a secret room. Hit the 
2 ii Message Block for a code. 


eae ag gf 4 3 


Sluggy the 
Unshaven’s Fort 


Given how soft and squishy the miniboss is, the 
fort that houses it sure does have a lot of sharp 
edges. Stay on your toes—and flap your arms 
and legs—as you move through the large and 
perilous stage. 


Before you activate the stairs, 
hop onto the soft pad then leap 
to the far-right ledge. Pick up 
some Stars, grab the Yellow 
Eggs then create the stairs. 


S 


n 


Zes 


Carefully roll a pinwheel across 
a track to pick up Red Coins, 
then shoot a Winged Cloud— 
between the pinwheel and a 
second Winged Cloud—to cre- 
ate a long row of stairs. 


Fa A Smashin 

Se aa Beek a Fee b Streak past the Dangling 
- Ghost, then use Eggs to smash 

through the stone blocks on 
the left. To avoid a baby 
snatching, it's wise to have an 
Egg ready at the start of your 
run. 


PAGE 91 


“oneee, Rf E 


eeeesse-seeeeses 


PAGE 91 PAGE 91 


90 NINTENDO PLAYER’S GUIDE 


PAGE 90 Sas ees Se WORLD 5 STAGE 4 


PAGE 90 


aeg] Don'tletits unsavory appear- 

333-9) ance fool you: A Muddy Buddy 
is the best friend you have 
when spikes are around. Hop 
on your filthy friend then 
bounce over danger. 


The Support Ghost wears a 
funny hat—and that's a lucky 
thing for you. Ride the platform 
as it bobs through a treacher- 
ous portion of the stage. Try to 

es snatch items, but don't miss 
PAGE 90 Tee F eae the bus. It won't return for you. 


The Heart of the Matter 
SL UGG y TH E : “Mie ak a 7 | The only vulnerable part 
à 2 of Sluggy is its tender 
UNSH AVEN heart. Pound its proto- 
è plasm with Eggs until you 


reach the internal organ. 


Most of the Eggs you 
throw at Sluggy will 
bounce behind you—pick 
them up when you need 
to restock. Use the Egg 
Plant, too, if necessary. 
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Shy Guy’s Away! 


It’s easy to get lazy 
and bump into 
J Goonies. The birds 


that drop Shy Guys 
| are an even greater 
ee = ie 
e efore they hit you. 
Goonie i 
e 
Rides! 
You will ride a Goonie or two in the stage, but, for 
the most part, you'll fly through the skies under i W geai tor 
your own power. In fact, the Goonies are much l Fl ahilass Goonies. 
more of a nuisance than a help. Keep slurping The former are vir- 


tually indestructi- 
ble and the latter 
move in groups. 


them up and shooting them down to keep your 
wee friend on your back. 


kE Cute Convoy 

e 4| Flightless Goonies are always 
on a mission to get some- 
where, and they don't care 
who gets in their way. If you 
see steps or a chute above 
you, hesitate for a second to 
avoid contact. 


A 
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LSS Bumpty Bashing 

Ī Clear out a band of skating 
the birds to good j ark a to make Jala 
use. Hop ona | appear above you. The easiest 
Goonie's back to : -ie EZ Gh method is to spit them over 
reach arow of x the side. 

Coins and a Pipe. 


TEA Ferry Wings 
È “ Finally, you can put 
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Wm You Only Have Eyes for Eggs 
3 3 Is that wall looking at you? 
| Snatch the fake pupils out of 
the grass with your tongue. You 
can always use Yellow Eggs. 


VAA Air Traffic out of Control Wm No Hesitation for Exclamation Points 
Morph into a Helicopter then 2 gg Stomp a switch to 
fly a fast route to more Morph create temporary 
Bubbles. The flocks of Goonies platforms. No time 
in your way won't make it easy. for dawdling—toss 
Eggs and eat first, 
ask questions at 
the Goal. 
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IES Three-Shot M 


aximum 

1. SS] Shy Guys are popping out of a 
Pipe, but the scrolling screen 
will limit your opportunities to 
sink a jump shot into the Tulip. 
Watch out for Gusties as they 
head your way. 


Welcome to 
Cloud World 


he Bombs Don’t Explode 
Welcome to Cloud World is comprised of two SSSA Sa; Your friends, the Lakitus, are 
components: a continuously scrolling speed a back, and this time they have 
challenge in the first part, then a slower, more only garden-variety 
challenging test of your precision jumping in the 


Needlenoses to throw at you. 
The Baseball Boys also make a 
second part. Try to hit all the Winged Clouds you 
come across. 


return appearance. Don't let 
them knock you off the clouds. 


Area 

Jump up near a row of Pipes to 
activate a hidden Winged 
Cloud. Shoot it to make a 
Switch drop down, then stomp 
the Switch to open a secret 
entrance to the right. 


kB Peruse the Pipe 


= 


SAA AAAAARC 
tolotatatatatatatate 
Satatatatatatatats 


You'll have to rely 
ona Green Glove 
Baseball Boy to hit 
a platform Switch. 
When the platform 
is safe, jumpup toa 
Pipe quickly. 


3 \ANNNNR: 


Two item-filled 
jumps require you 
to drop under a Pipe 
then hover up toa 
cloud. It isn't that 
tough, but it’s also a 
long way down. 
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WORLD 5 STAGES 6&7 


The Ravens are 
placid in Stage 7, 
but the revolving 
balls on which they 
sit may play havoc 
with your trip. 
Jump over them. 


Miss the Platform, Nevermore 


aLe E 


Shifting 
Platforms Ahead 


Stage 7's understated title says it all: Most of the Leap for a red plat- 
action takes place on sliding or spinning plat- form as you 
forms that have come to be known as Flatbed ean ea 


It will take you to a 


Ferries. There are very few places to stop for a 
Flower. 


breather, so you should plan your path before 
you set off into the wild, blue yonder. 


PAGE 96 


PAGE 96 


YOSHI'S ISLAND: SUPER MARIO ADVANCE 3 


PAGE 95 


PAGE 95 


kW Goonie Airlines 


4 ardian 
pes Watch out for a Wild Ptooie 
Piranha guarding the entrance 
to a Pipe and a Flower. Eat its 
projectiles then hurl them 
back in the form of Eggs. Once 
it's gone, fire an Egg through 
soft stone to get a Flower. 


Hop ona passing Goonie, then 
jump into a Pipe to reach a hid- 
den area. Leap across the falling 
stones to a Flower then hit the 
Switch. You'll have only a few 
seconds to run back to the Pipe 
before the bridges disappear. 


The large stone Hop to the upper- 
slabs suspended in most suspended 
air will stay in place slabs on the right 
for only a couple of side of the chasm, 
seconds. Don't then jump up toa 
waste time getting falling block to 
across them. reach a Flower. 
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Things Are Looking Up 
: _ - Jump from the last, 
crumbling ledge 
then ride the 
Flatbed Ferries up 
to a door. Be wary 
of Goonies in flight. 


Raphael the 
Raven’s Castle 


Unlike high-flying, intelligent ravens in the real 
world, Raphael simply runs in circles on his little 
planetoid. The enemies in his castle aren’t much 
smarter than he is, but all those Mace Guys, Bul- 
let Bills and Goonies can make your life difficult. 


Don't feel bad 
about eating the 
Mace Guys—they 
want to hit you in 
the head with a big, 
spiked ball, after all. 


3 arnei Svage Up 

Ligh Wa ; Bullet Bills will fire diagonally 
: >| down at youif you stand to the 

sa of the a toa off 

’ the projectile toreacha 
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Wait above a can- 
non until a Bullet 
Bill is launched, 
then race it. Stand 
under a platform 
and jump off the 
projectile. 


AIA ALG 


CATA SETS 
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Spin until You’re In 


The starlit shaft to a Pipe is a 
true test of your Arrow Wheel 
piloting skills. Eat Goonies if 
they get in your way, then 
zigzag through the Ravens to 
reach a Flower. Jump into the 
Pipe when you are finished. 


All aboard! Morph into a Train 
then ride down and to the right 
to reach a Flower. It may look 
like you are chugging to a dead 
end, but your trip will have a 
surprising—and satisfying— 
conclusion. 


ÄB Treading the Boards 
} | Jump straight up the center of 
the spinning boards—you don't 
need to worry about building 
up Eggs. Your only concern 
should be maintaining your 
Star Power. 
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Are You an Innie or an Outie? 
RAPHAEL = ae =e B =e Run like a fiend from 


Raphael as he chases you 


ee Se SA | around a tiny planetoid. 
` When he stops, Ground- 


Pound a stump to make it 
pop out beneath the boss. 
Three hits will finish him. 


Gravity Games 
x -=E a Fj og wy Raphael will occasionally 
me OC ~ hurl energy bolts at you 
from two directions. All 
you need to do is jump 


and hover to avoid the 
blasts. 
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WORLD 5 STAGE 8 & EXTRA STAGE 


Broom boy will appear on the 
horizon when he's ready to 

attack you. When you hear his 
war cry, get ready to jump. 


Kamek’s Revenge 


Time and time again, Kamek has failed to thwart your baby- 
delivery agenda. You really can’t blame him for trying. In the 
Extra Stage, he’s got a dugout’s worth of Baseball Boys waiting to 
tenderize you with Eggs. Of course, Kamek himself will occa- 


yim Stop, Roll and Drop 

Stand on the side of a Chomp 
Rock to roll it off a log. You'll 
need to dodge Eggs and Kamek 
while doing it, so it won't be as 
A easy as you might think. Grab 
the Key to the ski shack then 
J make your getaway. 


sionally swing by to get his own licks in. 


Item-Packed Powder 
Ha] You'll emerge from the ski 
shack on, of all things, skis! 
Bomb down the mountain— 
jumping over rocks and 
gaps—to collect a slew of 
items. Kamek will still be on 
your tail, so be careful. 
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Ea Bump Run 


Be ready to jump as you go over 
a series of snow-covered 
ledges—it's the only way to get 
two Red Coins and a Flower. If 
you miss the items, you may as 
well start over. 


You should run right into a 
Morph Bubble after you shoot 
off the last ledge of the ski 
run. Morph into a Helicopter 
then fly to a Flower and three 
Red Coins. You should also stay 
out of Kamek’s way, of course. 


Grab the Flower, 
then race to the 
Yoshi Block. From 
there, it's just a 
few easy steps to 
the Goal. 
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Skeleton Goonies! 


Don't be afraid—they aren't all that scary. The 
bombs they drop are a lot more frightening. Your 
most harrowing experiences will probably come in 
the middle of the stage, when giant Incoming 
Chomps will start gobbling up the scenery. 


Flamer Guys and Zeus Guys make their big-stage debut, but 
you won't hear anyone clapping. If you swallow Flamer Guys, 
you'll be able to spit flame. Don't try to swallow Zeus 
Guys—just try to avoid them. 
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Switch to the Underground 


Stomp a Switch ona platform 
above some Spear Guys to open 
ahole in the ground. Look for the 
red arrow to the left of the 
Switch. 


Ride a platform through a 

spooky underground chamber 
filled with Coins. You'll need to 
jump a few times to maximize 


Before you shoot a Winged 
Cloud to build a second bridge 
segment, toss an Egg down at 
the Spear Guy on a platform. 
You'll expose a Winged Cloud 
that contains a 1-Up. 


Dolo oso 2 © ® ® 
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The voracious 
Incoming Chomps 
are back, and 
they've brought 
their appetite. 
Don't get caught 
underneath them. 


WORLD 6 


Wait for an Incoming Chomp to 
dig a shaft past a buried 
Flower, then bounce an Egg off 
the wall of the shaft to collect 
theitem. 


e 

Toss an Egg at the spikes to 
bounce an Egg to a Flower. It 
may take a couple of attempts 
to get it right. Go to the Egg 
Plant for more ammo. 


Ground-Pound the 
post, shoot the 
Winged Cloud on 
the right, then 
shoot the remaining 
Winged Cloud to 
grow a sunflower. 


You may not even see the plat- 
form above the flippers unless 
you look carefully, but you'll 
need to reach it to get to the 
Flower. Leap and hover to it 
from the highest section of 
the ledge on the right side. 
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A Fool and His Baby Are Soon Parted 


Bandits are everywhere, and 
they will give you no peace if 
you stand still at ground level. 

If you need to rest, hop up on an 
Egg Block. Don’t be in a big hurry 
to grab Red Coins—wait until 

P44 you can make a clean getaway. 


The Cave 
of the Bandits 


You've seen Bandits elsewhere on Yoshi's Island, 
but the thieves in Stage 2 are the worst of the lot. 
Stay on top of mushrooms and high ledges 
whenever possible, and never assume you're safe 


from the predatory pickpockets. 


ya Thunder Dolts 
lace La Two particularly bellicose Zeus 
Guys will wait for you behind a 
wall of soft rock. Shoot the 
Flower then hop over the ene- 
mies to a platform. You'll gain 
nothing if you try to fight them. 


Jump and hover over toa 
ledge above a Little Skull 
Monster. You'll activate a 
Winged Cloud that contains 
much needed Stars. 


we Look in the Nooks 
a eon Several good and bad things 

es RIRS = are tucked away in a couple 

fi oe: of stone columns. Pitch an 

Egg to a Baseball Boy Slugger 

so you can burst one of the 

Winged Clouds. 


After you pick up more Stars 
hidden in soft rock, jump into an 
underground cave. To collect a 

| Flower ina cave annex, fire an 
= Egg through a narrow slot. Use 
the L Button to aim. 


={0} Dh Pan ‘lite 
B poe CUUCQUUUU i 
LATTE VEEL ELUATE uu 


AAAAAL AG 


Eat 


FSA Mario Takes the Point 

Superstar Mario must make a 
long sprint across the spikes 
to finish off the stage. 
Baseball Boys and Chomp 
Rocks will get in your way, so 
be ready to jump. 
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N Beware the 
S/ e e 

Spinning Logs 

You may as well embrace the spinning logs, 
because they are a necessary evil in Stage 3. They 
can swat you right off platforms and also help 
you bounce up to very high ledges. The stage is 


hort, but it will hi 've alread 8 se” 
short, but it will test everything you've already s m ae 
learned about jumping and hovering. À 7S 4 SE 


eeeeeeeeeesseee ee 
ee eeeeeeeeeeceecee 
Q 


The toughest move of the stage comes, thank goodness, 
just after the Middle Ring. Use the left and top logs to launch 
yourself up to a doorway to a secret room. You'll need to hit 
the top log as it spins. 


OOTO 
@eecceececceee 
00000000000000 
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Two platforms 
where you'll need 
to land aren't plat- 
forms at all, but 
posts suspended in 


i space. Time jumps 


to avoid Lava Drops. 


The Fuzzies will 
warp your world, 
unless you make 
use of your Eggs. 
Thin their popula- 
tion so you can slip 
through unscathed. 


Terra Infirma 


Remember: As long as you are 
facing the Boos, they won't 
bother you. Of course, you'll 
have to get past them some- 
time. When you do make your 
break, run and don’t look back. 


Tap-Tap the 
Red Nose’s Fort 


Mysterious magical forces are motivating brick 
and mortar to undulate in Tap-Tap the Red 
Nose’s Fort. Whether you're skipping over flam- 


A Lava Drop will patrol a short 
tunnel that contains a Flower 
and several Coins. Position your 
Egg sight directly in front of you 
as you face left, then fire an Egg 
into the tunnel as you go past it 
on the moving block. 


ing barricades or running from Boos, you'll find 
plenty to keep you busy before you topple old Red 


Nose into the soup. 


Bounce an Egg off a moving 
block to take out a party of 
Boos. You can also stand on the 
end of the ledge, lure them close 
to you then jump over them. The 
second method will save an Egg. 


Jump onto a plat- 
form below the _ 
spinning fire barrier, 
then bounce off a 

= ive mines ee? Spring Ball to clear 
S 255 265 2 A 
ee a second barrier. 


orph 

a The gelatinous cube on the far 
ae right side of the room isn't a 
cube at all—it’s a big, juicy Slime. 
Hit the creature with six Eggs to 
make it cough up a Key, then 
enter the locked door on the left 


side of the room. 
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e 
There's another one of those 
Key-carrying, cube-imitating 
Slimes in a room on the other 
side of Pipe J. If you have a 
Super Green Watermelon or an 
Anytime Egg, you should con- 
sider using It. 


yaa Uncork the Fun! 


If you have the Key, a cork that 
blocks the way to the mini- 
boss will extract itself—no 
corkscrew required. Enter the 
lava room then jump through 
the Middle Ring. 


TAP-TAP 
THE RED NOSE 
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The stalactites in the cave are 
very delicate, but not so deli- 
cate that they won't jar Baby 
Mario loose if they hit you. Wait 
for them to drop before you 
pass under them, or speed up 
the process with Eggs. 


The Very 
Loooooong Cave 


It’s a long cave, but it will take you only a little 
time to explore it—not that you have any choice 
in the matter. Steer clear of lava puddles and Lava 
Drops as you scramble to pick up items. The sec- 
ond portion of the stage is very fast, so you 
should note where to look for items. 


Save your Eggs for item collec- 
tion—you won't have time to 
eat many enemies in the stage. 
Look for a Winged Cloud on the 
way down then shoot it with an 
Egg to release Stars. 


ke Eat and Evade 


a -t £ A 


Quickly eat the Fly 
Guy, take his Coin 
then jump to avoid 
the falling Chomp 
Rock. 


Wait for a Chomp 
Rock to roll down 
to a lava puddle, 
then ride the rock 
to a platform 
beneath a door. 
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Move quickly to smash 
through soit stone. Tag time 
to build up Eggs so you don't Ae se 

get trapped without ammo. wenn as C 
Don't spend much time aiming es 
shots—there will be more 
Eggs ahead of you in the rocks. 


a Timely Collection 
; i Ea "=e ‘an > Eq Timeis the most 

J ae precious commodi- 
ty in the stage. Use 
it efficiently to col- 
lect stars anditems 
trapped in the soft 
stone. 


E Don't storm through the last 
a| portion of the stage, tempting 
as it may be. Wait for the 
Flightless Skeleton Goonies to 
move past you. The chicks 
travel in packs. 


@0@@ee080 0 0 
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PJA Pound and Go 


Let a Chomp Rock 
clear away the line 
of Flightless 
Skeleton Goonies, 
then jump over 
ledges quickly to 
avoid falling rocks. 


Ground-Pound the pillars on 
the way to the Goal. You won't 
have much time, but you'll 
need the Red Coins they yield 
to complete your set. 
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Suspicious Nook 
= Wee | = = 2] Whenever you see an obvious 

: item nook with nothing in it, you 
should investigate it. Jump off 
the Chomp Rock to the ledge, 
then shoot the hidden Winged 
Cloud to score a 1-Up. 


Underground Maze 


The underground maze may be a little confusing, 
but it’s blissfully free of lava. You won't be in 
much danger while you explore, and you can 
always return to spots that you've previously vis- 
ited if you make a mistake. 


Roll the Chomp Rock to an 
indentation in the ground, then 
use it as a step to reach a plat- 
form. Ground-Pound the Crate 
to unload a shipment of Stars. 


Don’t mind the red arrows— 
those are for other people. Go 
right to pick up anecessary 
Key. 


UA Emergency Spare 


X 


You left your own Chomp Rock at home, so you'll need to use 
the one that's suspended above a chunk of soft rock. Roll the 
boulder through the tunnel and over any Tap-Taps that are 
unfortunate enough to get in your way. 
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GEB Play Catch with Your Pet Rock 


pe ] f 
$ 


Stay close to your Chomp Rock asit rolls through the tunnel, 
then Ground-Pound the soft ground to meet it at the bottom. 
You can also follow it past the Lava Drops if you like. Stand on 
the boulder so you can jump to a Key. 
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At Center Stage 
Ve Ee eee ; 


Return to the light-colored cave then head up to door D. When 
you get to the dark side, bounce off a Spring Ball to collect 
some Red Coins. Return once again to the light side, jump up 
the center passage then shoot down a Spring Ball. 


(em Catch Your Fall 
7 Ę Jump up the center passage of 
the light cave then work your 
way down to door E. On the 
dark side, throw an Egg at a 
point on the wall indicated by 
an arrow, then go back down 
the center passage to a bridge. 


ns f 
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a Mid-Dig Diversion 


Ground-Pound the soft earth to dig deep into an underground 
shaft. Stop when you reach an opening, then toss an enemy 
or an Egg into the Tulip for some Stars. When you are done, 
keep digging to the bottom of the cave. 


Item Angling 


Bounce some Eggs into two narrow openings to pick up 
items, then enter door B. Watch out for Zeus Guys while you 
collect a Flower on the other side. Proceed up the center of 
the new cave then down the right side to door C. 


There's a Key suspended 
above the center shaft near 
door C, but you won't see it 
while you're gunning for it. Try 
to aim your Egg straight up. 
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Ow! The Shark Bites 


oe 


Keep 

e 
Moving!!! 
Given the title of the stage, you might think it’s 
another one of those continuously scrolling 
speedfests. It isn’t—it’s much more difficult. Just 
getting to the Middle Rings will require a great 


deal of trial and error. Good luck avoiding the 
spikes, and have fun storming the castle! 


s 
s 


RERRARARAREAR ARIS 


KABBRARBARS 


Trapeze Artist 
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with Teeth Pearly White 


After you hop onto along row 
of one-second Countdown 
Platforms, a Shark Chomp will 
start nipping at your heels. Don't 
panic—it won't get you if you 
heed the advice in the stage’s 
title. 


Hop up to the Countdown 
Platforms above a revolving plat- 
form, then stock up on Eggs at 
an Egg Block. There are three Fly 
Guys with Red Coins hovering 
near the top of an enclosed area. 
Eat them or shoot them down. 
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What fun! A wonderful 
dinosaur ona flying trapeze! 
Jump then hover to each suc- 
cessive revolving platform. You 
have only one shot during each 
pass. If you miss, pause the 
game and start over. 


WORLD 6 
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More spikes and 
more platforms 
mean more oppor- 


tunities to start 
| over! Keep moving 
ma f on the tracked pin- 
a : wheel. 
1 ond /VWYYVYYV Yves} ; 


There are items aplenty in the 
soft stone rock formations at 
various places in the stage. 
Make your way into the rock 
zg with Eggs to reveal Winged 

Clouds—and be sure to leave 
some rock for footing. 


ose Flipping Bandits Again 
vat MEE Æ It turns out that those annoying 
lak os Bandits are good for something. 
Stand beneath a pair of flippers 
then lock your Egg sight above 
you. When the Bandit opens the 
flippers, launch an Egg at the 


2 S r is Flower. 
AAAA A] E A AAAA] 
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King 
Bowser’s Castle 


You didn’t think you would get through a Mario 
game without having to fight King Bowser, did 
you? The big boss himself is waiting for you at 
the end of the road—however, he won't be that 
big, yet. The tyrannical tyke will provide proof 
that not all babies are cute. 


Take Evasive Action 


w 


Jump into the Morph Bubble at 
the start of the stage then take 
flight as a Helicopter. Follow the 
rows of Coins to pick up a few 
Red Coins in the bunch. When 
you hear Kamek coming, howev- 
er, move out of the way. 


The two Flowers in the first 
portion of the stage are rela- 
tively easy to pick up, but don’t 
get caught hovering when 
Kamek attacks. Try to pick them 
up while on the move. 


Æ| Once you are inside 

4) the castle, grab 

some Eggs then fire 

one at the spinning 

j doors. Each offers a 

7 - J unique route to the 
KTATATATK OAS Www H same place. 


PX, PS YET, 


kim As Doors Go, Number 4 Is N 
i 7 


ARN 


You'll be caught 
between arock and 
ahot place near the 
middle of the first 
door route. Jump 
and hover to snake 
Mm) through the gap. 
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The familiar spinning spike balls will stick you every time— 
unless you give yourself a little extra headroom. Use Eggs to 
destroy blocks beneath the obstacle. When you run out of 
Eggs, fill up at the nearby Egg Plant. 
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JA Key Combat 


IA Squashing an 
77 pay G4 You know what to do when 
you see a Slime—pelt it with 
Eggs until it disappears. The 
enemy will cough up a needed 
Key after you finish your work. 


Ground-Pound the 
malleable block so 
you can access a 
low-level tunnel, 
then jump and 
hover to get past 
spikes. 


: 
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nity PJA Pelt Your Pursuer 
Tap-Tap the Golden is back to i ‘ j j Toss Eggs at the big 
# Tap-Tap to slow it 
down temporarily. 
One toss at a time 
will do—don't 
waste Eggs on mul- 
tiple throws. 


torment you. You can run only 
as fast as the scrolling screen 
allows. If you run too far to the 
left, you'll fall into lava pits. 
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OD You’re in the Money 


Eat and evade 
Gusties as you 
scoop up piles and 
piles of Coins. You 
should find a couple 
of 1-Ups among the 
change. 


If you act quickly, 
you should be able 
to shoot down two 
Fly Guys that are 
carrying 1-Ups. 
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12" Have an Egg, Magic Boy 
< = Your favorite broom rider will be 
back to annoy you one more 
time before you complete your 
journey. Jump to avoid Kamek’s 
attacks as you move to the 
right. Watch out—he may dis- 
solve sections of the floor. 


There are several ways to col- 
lect a Flower on top of a plat- 
form: You can jump from a high 
platform on the left, jump near 
the Flower's platform to make 
Kamek destroy it or try to 

A bounce an Egg off the ceiling. 
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Castles—Masterpiece Set 


How did dinosaurs become extinct? We now know the real rea- 
son: Platform games. More specifically, sharp crystals and spikes 
on the walls and floors in platform games. If you want to avoid 
the agony of repeated Yoshi piercings, clear away some of those 
crystals with Eggs. 


Ghosts are busting out all over in the first section of the Extra 
Stage. Beat the first one back into its Pipe so you can jump up 
to a Flower. 


The second ghost is uncon- 

strained by walls, andits 
ghastly girth prevents your 
passage. Put the spectral 
creature on an all-Egg diet to 
slim its waistline. 


Allit will takeis a 
couple of Egg toss- 
es to push back the 
last of the ghostly 
guards. Hop up to 
the door and see 
what's inside it. 


07 P07 POL OL POL OT, PO. 
MiG 


T VAG: YA 


Allow yourself to fall down the 
left side of the pit under a tum- 
bler, then hover over to a 
Flower. Hop back up on the plat- 
forms, then repeat the process 
to grab Coins on the other side. 


NONN 


B Sesh 


Aunn 
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FA Don’t Be a Tumbler Bumbler 


Isit really worth all the effort 
to pick up the Coins? Of course 
it is! Jump and hover to garner 
the gold. 
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Do yourself a big favor: Use 
an Egg or two to clear away 
a couple of crucial crystals. 
It still won't be easy to 
negotiate the platforms, but 
at least you'll have a fighting 
chance. Remember to 
crouch, too. 


SE 


Not content with pitching 
Eggs, the Baseball Boys will 
start to launch their own 
bodies at you. Evade their 
attacks while you collect 
Stars and a Flower. 


t-A- 
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Ground-Pound your way to the water then dive down to 
avoid crystals. Look for the telltale tracks coming out of the 
water so you can catch the next Flatbed Ferry that comes 
your way. 
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Hop, Skip and Launch 
D cJ Catch a Flatbed 

: Ferry, ride it until it 
reaches a narrow 
slot then jump over 
a grass bunker so 
you can catch it 
again as it ascends. 


Exercise in 
the Skies 


The first Secret Stage will give you a sneak preview of 
the high-flying aerial stages in more advanced worlds. 
Exercise in the Skies is almost as challenging as some 
of the later stages, but it doesn’t feature the 
omnipresent spikes and crystals that you'll soon come 
to know and loathe. 


Break through a 
soft stone barrier 
to enter anew 
area, then leap 
froma Flatbed 
Ferry to a Pinwheel 
above you. 
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ECRET 


Mystery of 
the Castle? 


The second Secret Stage has many of the features 
you've come to expect from Yoshi's Island interiors— 
spikes, lava and crystals. Many of the puzzles will 
require some trial-and-error efforts before you solve 
them. Remain calm as you unravel the mysteries. 


Whirly Toadies 
a. Sa 


Rotten Solo Toadies will try to 
steal Baby Mario off your back 
while you move through the 
field of asymmetrical 
platforms. Slurp them up 

or burn them after you eat 
Lava Bubbles. 


Beanie Baby 
a == Work your way up 
the left side of the 
first major room— 
while you dodge 
attacks by Baseball 
Boys. Crouch to 
avoid falling. 


z 
E 
a 
g 
g 
J 


Flip the one-sided 
platforms as you 
move over spikes 
and Baseball Boys. 
Be ready to hover 
if you get 

knocked off. 
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Break the danger- 
ous Zeus Guys out 
of their stone jail, 
then bounce off 
them toreacha 
high platform. 


we Make a Break for It 


A soft stone barrier will prevent you from catching the 
Flatbed Ferry to work. Break up the stone, then ride the plat- 
form as it goes down and back up again. 
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a Your Buddy Comes through in a Pinch 

Smash a cracked stone to 
release a Muddy Buddy, then 
use your squishy chum to 
bounce over spikes to a Key. Use 
the Arrow Wheel to bring the 
Key to a locked door. 


Work the Angle 
RN See PIP Shoot the two-direction Arrow 
Wheel to steer it over obsta- 
cles, then ride it over spikes and 
past lethal crystals. You'll even- 
tually reach a door blocked by 
soft rock. 
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Journey through a 
tunnel with tight 
turns to a Flower 
between flippers. 
J Continue through a 
short maze to pick 
up some Coins. 


H J 
Morphing! 
If you enjoy morphing, then you're going to love the 
third Secret Stage. You'll spend more time zipping 
around as a morphed vehicle than you will as a 
dinosaur. Study the maps for the best routes, because, 
as you probably know by now, the transformations are 


Speed through the 

J spiral until you 
emerge ina side- 

i scrolling view. Land 

faa ona Switch so you 

can chug to a Yoshi 


short-lived. Block. 


You'll have to make a dangerous 


tae ié; lap into thin air to reach a 

— ® elicopter Morph Bubble 

E beneath your ledge. Hover to 
— l J line yourself up, then fall to the 


bubble. 
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Fight Toadies 
w/Toadies 


Enemies are usually annoyances that you must either 
destroy or avoid. In the fourth Secret Stage, you'll need 
to use them as platforms to move around. Whether 
they be Para-Koopas, Bullet Bills or Shy Guys on Stilts, 
enemies are about to become your best friends. 


Shy Guys have the 
right idea about 
how to walk over 
spikes. Their stilts 
won't fit you, so 
you'll need to jump 
off their heads. 


There are upper and 
lower routes—and 
you'll take both. 
Drop down to get a 
Flower then float 
back up. 


Bullets Fill the Bill 


aa 
aa 
aa 
ad 
aa 
ad 
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Leap off Bullet Bills 
to getup toa 
Middle Ring. Don't 
lose the baby. You 
wouldn't want to 
go back to the 
Para-Koopas. 
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YW The Fuzzy Factor 


The Fuzzies won't harm you directly, but their nausea-inducing Bounce off a Bullet Bill to make a very long leap to a distant 


effect on you will make it virtually impossible for you to keep platform. You need to hover as you move sideways for maxi- 
your balance. Hit them with everything you've got, and avoid mum distance. 


touching them at all costs—but don't fall. 


Jump down until you are under 
J thecrystals, then hover back up 
to a Flower, some Coins and— 
most importantly—a platform. 
Progress through a series of 
quick jumps over Bullet Bills. 


J Once again, jump down past 
some crystals then bounce off 
a Para-Koopa to reach the Goal 
platform. Wasn't that an easy 
stage? 
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Items 
Are Fun! 


Take a joyful jaunt through an item-driven winter wonder- 
land, and bring the kids along—the Huffin Puffin kids, 
that is. Start melting, freezing and smashing your way to 
the Goal, but, first, you'll need to leave the Goal behind. 
You'll see what we mean once you start at the end. 


FEECe ree ta 
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Pack Some Puffin Pups 


You can pack a full 
load of Huffin Puffin 


Pee Pee SAR ee SR ee ees Res PP ee 


ARed Watermelon will be 
invaluable as you navigate the 
slippery ice blocks. Melt a 
block that clogs the entrance 
to a Pipe then shoot up toa 
new area. 


projectiles before 
you enter a Pipe 
near the stage’s 
Goal. Don’t jump 
into the Goal. 


The! Platforms will 
flash on and off 
after you stomp a 
Switch, giving you 
time to jump 
through them to 
another Switch. 


stiff FFF: 


eee A door ina Winged Cloud will 

Ai] take you to three different 

ai Par] areas, depending on where it 
r At lands when it drops. 
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SECRET 5 & SECRET 6 
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“| ABlue Watermelon will not 
only “neutralize” the super- 
tough Tap-Taps, it will also 
transform them into jumping 
platforms. The jumps are a lit- 
tle hard on them, however. 


Make your own stepladder by oo 
| strategically melting ice OO Oo 
blocks with your Red 
Watermelon breath. Don't ay 
waste the heat on unneces- 

sary melting. | 
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Endless World 
of Yoshis 


Do you think you've got the speed stages nailed 
down? Then give Secret 6 a try. Its faster—and 
loaded with more enemies—than any other level in 
the game. Superstar Mario will also get the chance 


to shine as he gathers up a cornucopia of coins. 


Pia a a a 
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4 locked door. 


After using the Chomp Rock to 
hold open the first set of 
flippers, grab a Key out of a 
Winged Cloud. Backtrack 
through the flippers, past the 
Chomp Rock and up toa 
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